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YOU'VE ALWAYS HAD 
NOW YOU CAN HAVE AN 




Aiii!Ui.ii4,096 COiOIiyivii 

youf business graphics a 
visible Qdvantoge. 



Amiga's 4 channels of stereo 
give you o sound advanfage. 



Learning on Amiga is higher 
educalfon. 
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\ LOT OF COMPETITION. 
UNFAIR ADVANTAGE. 




Nobody ever said if was going to be 
easy. But if just got easier. Now, there's 
Amiga.'" Ttie first and only computer 
to give you a creative edge. 

Amiga makes you lool< better, 
sound better, worK faster and more 
productively it can be your number 
crunchec filing system, audio-visual 
department, graphic designer, print 
shop and faithful wor1<horse. 

You can't buy a personal computer 
at any price that has all of Amiga's 
features. Nor can you find one thafs 
easier to use. Amiga lets you point at 
symbols instead of learning compli- 
cated commands. 

Amiga is friendly but It's a power- 
house too. It has twice the memory of 
Macintosh'" or IBM® PC. It costs less 
than either of them and can do every- 
thing they can do, better because 
Amiga is more creative. 

No other personal computer gives 
you over 4,000 colors, stereo sound 
and incredible dimension. Imagine 
the advantage of preparing business 
presentations with color graphics 
and sophisticated animation right on 
your computer 

Need to make creative use of your 
time? Amiga can do as many as four 
or five things at once in separate win- 
dows on the screen. Not just display 
them. Work on them. No other per- 
sonal computer can. 



Amiga wiil print the cover memo 
while you're working on a spread- 
sheet. And there's probably enough 
power left over to receive a phone 
message or a stock quote over a 
modem at the same time. 

Amiga is IBM-compatible, too, A 
simple piece of software teaches 
Amiga to emulate the IBM operating 
system, so you can mn most IBM pro- 
grams. You'll have instant access to 
the largest librar/ of business soft- 
ware in the world, including favorites 
like Lotus® 1,2,3 and dBase?" 

And since Amiga is the last com- 
puter you'll wont to buy it was only 
air to make it endlessly expandable 
and adaptable. You can plug in print- 
ers [almost any kind), joysticks, your 
video recorder, video camera, 
modems, musical keyboards, draw- 
ing pods, extra disk drives. You can 
even expand the nriemon/ to a whop- 
ping 8 megabytes. 

Amiga will talk to you, read back 
what you write, answer your phone 
and compose music like a profes- 
sional synthesizer It can add new 
creativity to your life and bring new 
life to everything you create. 

See an Authorized Amiga Dealer 
near you. Now that Amiga is here, 
the question isn't whether you can 
afford a computer, it is whether you 
can afford to wait. 

Amiga by Commodore 




fmgo moKes tetecommuriica- 
tions fast, easy and colorful. 




\MMrGA GIVES YOU A CREATIVE EDGE. 



Better Than RISK' 



Vowet-you know you love it. 



You used to play 
RISK as a kid. Maybe 
you still do some- 
times — whenever 
you can get enough 
people together. 

Did you ever wish 
you could play by 
yourself? Or make 
changes in the map? 
Wouldn't it be great 
if you could attack 
North Africa from 
North America? Or 
Japan from Brazil? 

Announcing Lords 
of Conquest'from Elec- 
tronic Arts. 

Jt isn't RISK. . . it's better. 

It's a conquer- the -world 
board game that explodes 
with new life and new pos- 
sibilities because it uses all 
the power of your computer 
Every battle is alive with 





A f jrcu! Srraicgj Cfiinc 

• File kinib oj foua tofigki wiih-hoTses. tica- 
fwFU, boaa. urritmypmitioni. and cities. 

• Fiti; kinds cf wealth to fi^ht for - gold, limbir, 

iron, coal and fiertJj ofhorsa. 

» For 1-4 player}. As fun for oni: ai it is. /or font. 



music, color graphics, and 
strategic challenges impos- 
sible in a board game. 

Imagine,.. 

. . . having an infinite 
number of unique maps to 
choose from, so each game 
is different. 

. , . marching your armies 




Nf«' Worldi to CoiujinT 

• An in/inite variety of game maj«. 

• Create yom ou-n. or play any of 20 built-in mapi 
(iJa; Andmi Roimr. European Wan. and The U'brW. 
'The comptitcr can generate Miilimiwd ran. 
dnm maps. 




onto warships for 
attacks across oceans. 
. . .great multi- 
player games, com- 
plete with treaties, 
trades, and treachery. 
. . .playing chal- 
lenging solo games 
against an intel- 
ligent computer 
opponent. 

... a built-in game 
editor powerful 
enough to be called 
a "Strategy Game 
Construction Set." 
Lords of Conquest. No 
more mucking around with 
cards and dice and little 
pieces of plastic that roll 
under the couch. Now 
you're free to concentrate 
on more important things. 
Like exterminating the 
opposition. 




Stnitcjp Game Cmiuruetion Set 

• Variable game Mtingi-y>u set t(u lixraJions and 
abundance of resources, forca. aiid traiuport. 

• You decide the luck factor. 

• 41niirls o/comfiiail); 

• 9 fevek of handicapping- 



ELECTRONIC ARTS" 

Howtoorden Vitit your retailer. If you are unable lo find ihc product al your bcal rcJailcr, you can call 800-245''4535 for direct VISA or Maitercard order* 
(m CA Call 800*562-1 [12). The Jtrcct price is 532 "^5 int the OmirntjJwre vcemiimi AppSe sivJ Atji* i.cmoji> eotntna itnir Tnbyy hir mail, «nJ cKcck or nusn*v ofder ni Electronic Art* 
Direct Saki. P.O. Bos 7531^ Ssn Maiert. CA 9440 >- A44 15 fui ilUpping and kintElm^ (S7 Catudtanl Allow 4 weeb for delivery Thete is a l4-diy, inor.cT'bgctL gujuntee un direct orders, 
Fof a coEtipIcre prt^ducrt caiabjj, ientl Si>« und a stamped, sflf-^ddrEs.-iEd envelope to Eltfcironic Atti GarnloB. iS20 Gateway Drive, San Wntco. CA ^4404. RISK is u ^('gi^tcrfd trfldcmart i>f 
l^arJtcr Bruthefi Ct). Cyniiniodore i* a rtglsietcd ttademarJt of Ctmitriod&re ButinnftK Muchiciei. Apple I* n Jcgl^ifcred rrpdcmurfe ol" Apple compiiuT^ AtfiEi is a rc^ntcied itAilemzik of Arari. 
JVirdcrlands and tlnwrnlc Eiicoutirr r arc rfj{i«tqrcd fradcm^Tliii ti'f EOM Software Lard* []f CnnqucnE urn! Etec-tfonic Art^ ate r^ai'Tcrcd [tjidemjfk* ii( Eletrronic Arts. 

Lords of Cofiquc« h b»»ed on the board jtame "Borderlautt^*" by EON— the crraiors of "Cosmic EncountefT" 
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Hail for the PET and 64 

To the Editor: 

I recently ran across "Hail for ihc 
PET and 64/SpidLT Race-" in the Sep- 
tembtr, 1985, Commodore Power/ 
Play Letters section. The "Spider 
Race" program runs in the 64 in ode 
on my 128, but it should be brought 
to the attention of other 1 28 owners 
that 7.0 BASIC abbreviations of 
keywords are not the same as for the 
64. [n particular, the POKIv abbrevia- 
tion on the 64 is I' shift O and on the 
128 is PC) shift K. 1 climbed the walls 
figuring that out. 

Douglas Flagg 
Athol, Massachusetts 

Word Processor as Spelling 

Aid 

To the Hdilor; 

1 use the spelling checker on my 
word processor ;is an educational aid 
for my elementarj' school children. I 
encourage them to bring home a list 
of their spelling words, which I then 
enter into my word processor's dic- 
tionary. Once this is done, 1 recite the 
words :ls my child tj'pes them in using 
the word processor. We then check 
the words using the spelling checker. 
Wrong words are bigliligbted. 

Tliis helps in several ways, I'irst. the 
spelling test is more fun and meaning- 
ful, and secondly, the child learns the 
computer keyboard. 

Richard L liberhardy 
Green Bay, Wisconsin 

128 Key Repeat 

To the Editor: 

'llie Commodore 128 has auto re- 
peat keys as a default as soon as you 
power up. A lot of the time I find that 
when 1 am typing at a reasonably 
quick pace, I get double characters 
due to the built-in repeat feature. To 
Ci)iitlntw<t oil !>)•. (i 




CompuServe 

Games 



You never know 
who you'll be up against 
when you go online 
with CompuServe. 



To buy your CompuServe Subs^criptf on KK, ? 
see your nearest computer dealer. 
Suggested retail price $39.95. 

To request our (fee brochure or order direct, 
cat! or write: 800-848-81 99 

(In OKio, call 614-457-0802) 

CompuServe' 

5000 Arliogion Contra Bivn , 
Columbus. OH «22n 
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METICIAN 



An Exciting Arithmetic Game For 

The Commodore 64" and Commodore 128" 



• S3?50 

• 6e a top Aiiihmetrcian 

• Grades ) to 6 to adult 

• Kid tested — Easy to use 

- A great value— covers all skill levels 
from I digit addrlion to 7 digit long 
division— use forycais 

• Improve youi math gtadei wtiile 
tiaving ftin. 

■ Challenges that adjust to the level 
of play. Non- linear scotirig 



Ajithmciician is a game of 
afitnmetic pwctice ihai 6 filled with 
Action, delightful music and 
wnimsicai animated cartoons 

Large clear numoefs and a simple 
entiy system make v»or*;ing hard 
problems on the screen almost as 
easy as on paper 
The most enjoyable way 10 
practice arithmetic ever devised 

' Musical and graphic rewatds and 

incentives. 



C»«i(ijftiho™-Iotir^etE»)tfiVBjwH»M<jrt)t«0^28-lB« mCjIiiifruai 1«»«M1» 

n SffKfmofertamatianonv n Cn«Kof mofwywdfftnclojrt n Via U Mjtie*C*ffl 



Sigr«nuff 



Crry.'Suir 



iiffirtoar Dkt 



Sfltf ta ttntort, P.O. BOK flbtri , tan Olr^a, CAf 21 II 

t5EAl£R IfJOUKlES INVITED 



Commodore Compatible 
and only. ^.$-(39 00 




FSD-1 5 1/4 "Disk Drive 

Directly replaces the Commodore 1541 disk drive. 

The FSD-1 Disk Drive is a versatile antt officioni disk drive buill tor ihe Com- 
modore series o[ personal compulers. This disk drive is fully compatitile 
witt> the Commodore 64 compuler and directly replaces the Commodore 
154t Disk Drive, giving much belter performance in terms ol data loading 
antJ writing speed arrd memory buffer size. 



Special Features 

• Full G monlh warranty —your assur- 
ance Dt qualily 

• Slim lino consiruakn-^a fit In IIkim 
smsitei piocos 

• Vomodmei^ chassis— to tun coot and 
elficient o^ays 

- Dual serial port wilh chaining option tor 
cxpandabilily 

• SV*" industry slrindjrd tormdl 

• Pisilivo level locit— 10 eliminate the 
■pop out" probtem 

• Built especially for C-&» users 
Romombor. no s.ilos Ian in Oragoo. 
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disable the auto-rcpeat, simply type POKE 2594,64. Tliis 
eliminates the chance of typing double characters. To 
re-enable the repeat, type POKE 2594,128. 

Mort Adler 
Winnipeg, Canada 

Software Piracy 

To the Editor: 

There is so much rhetoric from the sofhvare compan- 
ies regarding the profit erosion caused by piracy that 
perhaps something should be said concerning the hor- 
rific manner in which they conduct their business. 

Sofuvare is h\'pe- advertised and overpriced. It is de- 
liberately produced with the knowledge that the cost- 
inflating protection schemes will damage hardware. 
\XTiat gives them the riglit to diunage our hardware 
while they hide behind disclaimers? It is an established 
fact that owners of software have a riglu to reproduce 
their purchases, but the sofhvare companies (having 
already raped the consumer economically) now pro- 
duce software requiring "donglcs" to operate them. In 
order to use software in more than one location (for 
example, home and office), multiple units must be pur- 
chased! 

In man)' cases, software can li\'c up to the hype that 
surrounds it. In many more cases, it cannot. How are 
consumers protected from sloppy, cumbersome soft- 
ware? It is so grossly overpriced that it is too expensive 
to learn by trial and error which is garbage and which is 
not. 

The law protects the companies from those of us who 
are not pirates from becoming pirates . . .but who pro- 
tects us from the companies? We arc getting raped too 
often . . .there ought to be a law! 

George Zimmertnan 
Lebanon, Pennsylvania 

Old 64/New 1702 

To the Editor: 

In the Januar>', 1986, issue of Commodore Potver- 
/Play's Letters section, a letter was published from Carl 
E. Cirohs of Virginia. It made mention of a problem that 
many old, long-time users of the 64 have, i.e., hooking 
up an old 64 to a newer 1 702 monitor. He made men- 
tion of an improved cable from Bytes & Pieces, "Hook 
up YcHtr Old 64 to the New 1 702, You Won't Believe the 
Difference!" Please send me the information needed to 
purchase this product and you'll have a friend for life. 

Prank Agosta 
Brooklyn, New York 

Bytes & Pieces, of Wauwatosa, Wisconsin, may be 
reached at 414-257-1214. Retail price for the cable is 
S24.95. 

VIC 20 Provides Word Processing "Eyes" 

To the Editor; 

Staeey Eelber Lusius is blind. She's also heavily into 
word-processing. How is that possible? It's easy — with a 
little help from two word-processing "associates": her 
husband and her \1C 20! 

Severely visually-bandicapped since birth, Staccy has 

Conthiuvd an pg. H 










1^. I M '-'1: ''■ '■-0^"*i\'i«-'^- 




^iC<« 



Flight Simulator I 

*•* Scenery Disks 

The Challenge of Accomplished Flight 

With a realism comparable to (and in some ways even surpassing) 
$100,000 aircraft flight simulators. Flight Simulator II includes full 
flight instrumcntatiori and avignics, and provides a full-color out-thc- 
window view. Instruments are arranged in the format standard to 
modern aircraft. All the radios needed for IFR flight are included. 
Front, rear, left, right, and diagonal views let you look in any direction. 
Program features are clearly documented in a 96-page Pilot's Operat- 
ing Handbook. 

For training in proper flight techniques. Flight Simulator II includes 
another 96-pagc instruction manual, compiled by two profcssiona! 
flight instructors with over 8,000 hours flight time and 12,000 hours 
of aviation teaching experience. You'll learn correct FAA- 
recommended flight procedures, from basic aircraft control through 
instrument approaches. To reward your accomplishments, the 
manual even includes a section on aerobatie maneuvers. 



The Realism and Beauty of Flight 

Go sight-seeing over detailed, realistic United States 
scenery. High-speed graphic drivers provide an 
animated out-the-window view in cither day, dusk, or 
night flying modes.' 






Apple and Atari versions will be released soon. Each disk covers a 
geographical region of the country in detail, and is very reasonably 
priced. 

The Pure Fun of "World War I Ace" 

When you think youVe ready, you can test your flying skills with the 
"World War I Ace" aerial battle game. This game sends you on a 
bombing run over heavily-defended enemy territory. Six enemy 
fighters will attempt to engage you in combat as soon as war is 
declared. Your aircraft can carry five bombs, and your machine guns 
are loaded with 1 00 rounds of ammunition. 

Y 

Sec Your Dealer. Flight Simulator II is available on disk for the 
Apple II, Atari XUXE, and Commodore 64/I2B computers for 
$49.95. Scenery Disks for the C64 and IBM PC (jd or Microsoft 
Flight Simulator) are $19.95 each. A complete Western U.S. Scenery 
six-disk set is also available for $99.95. For additional product or i^ 
ordering information, call (800) 637-4983. '^ 

App(e II eJ a toderrtjrlt qf Apple Ctunpulcf, Inc 
Atin XL ifid XE arc iradcrrnarhi of Atari Corp 
. Ccwrkf™>dwe M Aftd lB*rc tradcrtu^kv of Commodore £1— ' *^ —^ 



IBM PC in rciitlcrcd tradcrrurk ol Initmanortil auim*e 






Flight Simulator II features over 80 airports in four 
different scenery areas: New York, Chicago. Seattle, 
and Los Angeles. Six additional Scenery Disks covering 
the entire Western half of the United States arc now 
available tn IBM and C64/I28 disk formau. 



;(}^[o)L0GIC 



713 Edgebrook Drive 
Champaign iL61B20 

1217) 359-8482 TelMi2069M 

Or(f*rLlna:(SIM)e37<4S83 
(jiiupl « ininiH. Mill, tm Hm) 






CHAMELEON 

GRAPHICS CONVERSION UTILITY 

BY DAVID DARUS AND LOUIS WMLUU:E 



• Convert graphics from one format Id another 

• Convert graphics lo a C-64 Standard format that makes your 
pictures easy to Include In your Basic programs 

• Add Save and Load to the subset of graphics commands for 
Simon's Basic and Super Expander 

• Use ttte C-64 Standard screen wedge to Include graphics In your 
Basic programs effortlessly and painlessly 

Compatible with: 

Cadpak Blazing Paddles 

Doodle Koala and other 
Flexidraw 4.2 Koala compatibles 

Graphics Basic Micro Illustrator 

Logo Peripheral Vision 

Simon's Basic Super Expander 

The Tool Video Basic 
Sea Chameleon article, p. 100, July/Aug, Commodore Microcomputers 

Send S16.95 for Chameleon to: 

LOADSTAR, P.O. Box 30007 
Shreveport, LA 71130-0007 



Name 

Address 

City/State. 



.Zip. 



VISA/MC/AmEx . 



_EKp Dt_ 



Credit csrd orders call 1-800-831-2694 
In Louisiana Call |3I8J 86S-7247 




Chat With your friends 

on your Commodore computer 

free. 

TalK isn't cheap, ifs free for one hour. Sign up now 
for QuanlumLink,™ the new telecommunications 
service for Commodore 64® and Commodore 128'" 
computers, and with your free fiourget a free 
month of fun and information when you pay for 
one month of service ($9.95). 
You must have a modem and disk drive to use 
QuanfumLink. If you don't tiave a modem, pick one 
up at a retail outiet. Ttien hook up your modem 
and caii QuantumLinK on your computer 
(not your telephone). 

1-800-813-9400 [juanTumunH^ 

iwOyon-umunt iioiraoerT>ark oTOyanrum Corripuref icr'^icev, i^c 5^Commoaor*, 

* commcxiqff!- tA and TM comrno<Xjrc 1^B orif rrodeniorni of Commooof* tkKirortici nd 



LETTERS 



marginal vision in one eye until a recent accident de- 
stroyed that eye's functioning. Now completely liiind. 
Staccy continues to he an avid writer of pocirj' and 
prose, just as she's been since childhood. 

"I've always enjoyed processing words," she explains. 
"My Perkins Braille writer (machine which pLinchcs 
Braille dot letters into thick paper) and I have been 
nearly constant companions for years! After my recent 
accident, I asked my husband, Leland, if he could rig up 
our VK: 20 to help mc." 

Leland, a computer technician (and legally blind him- 
self), is currently writing a VIC 20 program to provide 
Stacey with audible cues — beeps and other sound ef- 
fects^ — in response to her keyboard commands. 

"I'm already using the program for writing letters," 
she explains. ".-Vll the different beeps and other effects 
miglit sound funny to someone who's never worked 
with such a program, but not to me." 

A carriage-return "bell," for example, sounds when 
Stacey h;iii keystroked to the VIC 20 screen's right-hand 
"margin." Should she continue keystroking without in- 
serting a return, the program plays a short rendition of 
the old "Dragnet" theme song: "Dum de diim dum " 

A newly-purchased daisy wheel printer nicely com- 
plements Stacey's word -processing .system, with quality 
hard-copy output. When she's finished keystroking a 
document (poem, letter, whatever) and she wishes to 
print it out. she keystrokes a print command and hears 
the VIC 20 proclaim, "Ta-dah!" 

"Now^ that Leland has gotten the [:)ugs worked out of 
the program," Siacey explains, "he's going to add a few 
bells and wliistles that I've asked for. Like, 1 want to lie 
able to monitor and control pagination, so 1 can create 
mil Iti- page documents — like a novcL maybe." 

When completed, Leland's program will enable Stacey 
to hear, and thus tt) verify, every keyboard command 
she enters. She'll thus tie able to operate the VIC 20 as a 
word processor almost as ea.sily as if she could see the 
screen. 

"And you ain't heard nothin' yet," Stacey parodies the 
King's Lngiish (her grammar and vocabulary- are the 
en\T of many sighted friends). "Leland and 1 will soon be 
acquiring a voice synthesizer, and then watch my VIC 
20 and me go to town!" 

Siacey and Leland also anticipate buying an Amiga in 
the not too distant future. "Not that the VIC 20 can't do 
the job," Stacey hastens to add. "But an Amiga could do 
it even hcttet; " 

Indeed, it seems Stacey's word processing adventures 
have only just begun. "Being blind only makes it more 
challenging," she remarks, adding with a grin, "I've nev- 
er been one to back away from challenges!" 

Michael Herbert Sheulkk 
Miti neap o lis, Minn eso to 

Commodore Powerll'lay welcomes letters from 
readers. Please send thetii to: 

Commodore Power/Play 

1200 Wilson Drive 

West Chester, PA 19.180 

Attn; Letters O 
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*M No-Nonsense, Simple 76 Learn Approach to Small Business 
Managements'—Sandy Schupper, President 



Menu-Driven 
Free Telephone Support 
Ea^ For Anyone To Use 
Displays 80 Columns 
Incorporate 




Sort Any Data Base 
Free Database Templates 
Prints Letters and Reports 
High -Powered Editing Features 
Information From Your Database 



Into Your Letters And Reports Automatically 



THK Pii(}C[i4MSAUE MENI!-DRI\'F:N' SO YOUH tNSTf<UCri(.1NS 
ARE BUILT-IN. Brown Bag Softvrare" helps tou ieam faster heaiise 
whun you nt-etJ it. there's a manual tJiat prompts j'ou on the scn-en. 11 tells 
y-ou what to do next, eliminating timt-consitmini? and poisibty confusirifj 
referencing with the written manual. 

Wl LVT Tl i R VV( )RI) PROC JISSOR DOliS 

SIMPLE PACE FORMATION. U'll justified or ris^ht and iefl justified. 

Add dedicated title lines V\ the, lop of any page, justify alt tines automati- 
cally or do it line by line. Center lines when appropriate. 

STArUS IJNKS LET YOU KNOW WHEr^E YOU ARE. Know at all 
times the page number, line nunilvrand column number of Ihe cui^or's 
present position. Know how much memoiy jcu have left and what is the 
mixle of justi!icati(m. 

AD\'.'\NCE THE CURSOR TO TilE BECSIXNiNG OR END ( JI' Tl IIC 
IXXnJMENT N(^ M.WTER WHERE YOU ARE WITHIN IT 

I NSERT .ADDITIONAL TKXT IN Tlliy^E WAY.S, Oneciiaiacler 
at a time, "cut and f|lue"for whole blocks of text, or tiy adding a blank line 
toyourtexL 

DI':i,t"rLC TE.\T IN TIlKEIi; VVAV.S. i )ik' ctiai-;icter at a time, delete 
partial lines or delete enliru line.< of text. 

SE.ARCH AND REPLACE ONE OR .^10RE WORD.S, 

DlT-LiC'VTE TEXT ON Tl li*: LINE BELOW IN TWO WAYS. One 
character at a time or line hy line. 

PULL IN1'(.>RMATI0N FROM '['HE DATABASE MANAGBR IN JUST 
A EEVV KlOYSTIfl )KI-:S, 



NO E.\PERIENCE NEC!-SS.\RY Lwim to use a database in one 
hour— fcTen if you design \T)uro\vn templfltel Master a powerlui vwiiti pro- 
cessing program in a.singicfwning! Pull information fwm \tmrdalaba.sc 
and incoiporate it into a letter ywn're writing asingjiist a few kcj'Stnikes! 

WHAT THE DATABASE MANAGER DOES 

LVlERI-ACi': Win 1 Tl !!■; VVf IRI ) !'R0C;KSS0R Ideal forlbrm letter 
mailings, Upto2t) merges can be made, 

DESIGNED TOSAf-'l'XlLiARDAa'MNST ACCIDKN'i'AI., I )!•:! .Et'K )NS 
ORALTEI^TIONS. 

CRFATK A CUSTOM DArAIWSi*: TEMPLATEOR llSE ANY OR 
ALL SEVEN TEMPi-ATES INCLUDED: The Mailing /.fa^-tddrcsses, 
phone numbers, birthdays and other impoilant dates, etc. Computer 
Pnigrams—hiep tr:ickof your persfnial software library-titles, skill U^^l, 
li fe size, dollar\aIue, etc T7iti Heference Guide— \oc;xle useful articles by 
subject, publiaition, issue, etc. Office fnviijtori/—kr\im- vwur e(jU iprnent's 
location, serial number descriptions, values, where puirlia.sed, etc. The 
Sccrelari^—ktcyi track of those important deLails, orvtinize lueelingdates, 
tiine.s and locations, remintiers and conflmialion tlates, 'The Ansuvriruj 
-Serate-doublesasa mes.sai^e pad and telephone directory; Keep tnickof 
calls by company name, sales repress n tat iw, d;ite called, phone niimbct: 
oxn commenLs. The On/anizer-iiKM missing deadlines hy hreakinf< 
down projects into areas of responsibility', logging deIegation.s, assigning 
followup dates, etc £i(pe?n5tK— recall any expense b\' data. amounL 
receipt number or type of expense. Ideal forcxfsnse review and 
report complication. 

SORT jWV' DATABASI'". Sort b>' alphabetici! or numericiil order any 

field of infaiTiiation: in ascending or descending otdcr. 



WITH YOUR CREDIT CARD, CALL NOW 
24 HOURS A DAV, 7 DA^ A WEEK 

800-523-0764 



3l«-. sotiH R\sic )si Ai I: cv^li'Hi.r |._ r vnm* 



IF LINE IS IJlfSV OR TOU LIVE VH C.VLIFORNIA 

CALL: 408-559-4545 



• HlWWH-nWHKHF.SlUKtfcUHOt I'.IM,- AIJ.IHGin'Stir.'iliHVEU 



COMMODORE'S 




NEWS 



FROM THE FRONT 



Flight Simulator II 
Joystick 

JViicrocube Corporation has released the MicroFlyteATC joystick 
for use with SubLoglc's Flight Slnmlator n. The joystick allows 
for proportional control to give the user fuller control of the 
aircraft, The joystick ts controlled by a software driver that Is 
booted up before the Flight Simulator disk. It retails for S59,9S. 
(Mlcrocuhe Corporation, P.O. Box 488, Leesburg, VA 22075) 




Go shopping 

on your Commoaore computer 

free. 

Shop for bargains for on hour free on QuanfumLink,™ 
the new telecommunications service designed for 
Commodore 64- and Commodore 128™ computers. 
Pay for one month ($9.95) of basic service and get 

free month of news fun and Information. 

You must have a modem and disk drive to use 
QuantumLink. If you don't have a modem, pick one 
up at a retail outlet. Then hooK up your modem 
and coll QuantumLink on your computer 

(not your telephone). 

1-800-833-9400 nuanTumunH 

f H Ouonhjfiumi: k a Kod wn of fc ol Ouoivutn C0fripv>ef servicti. inc ^ CoiTviiodOfe. 
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Amiga 
utilities 




JJattice has released six utility program a for the Amiga: Lattice 
Text Utilities, Lattice Hake Utility, Lattice Screen Editor, 
Lattice dBC m Library, Panel, and Lattice UacLlbTaTy, 

Lattice Text Utilities is a collection of eight programs which 
provide a language- independent set of tools to examine and edit 
text flies. These utilities can be used on program source code or files 
produced by a text processor. 

Lattice Make UtUlty rebuilds systems with a single command. 
The automated product generator, similar to UNIX, can also be used 
to update text, spreadsheets, or perform any executable commands. 

Lattice Screen Editor provides a fast, flexible multi-window 
environment that gives programmers standard editor functions as 
well as special features such as an error-tracking mode, three 
assembly language Input modes, and pattern searches. 

Lattice dBC in Library contains more than 70 C functions to 
create, access and update files that are compatible with dBase in. 

Panel is a screen design and screen management tool to use 
custom data entry validation, pop-up help messages and menus, 
and provides full user editing of data entries. 

Lattice MacLlbrary consists of more than 60 C functions to aid 
in implementing screens, windows, and gadgets. (Lattice, P.O. Box 
3072, Glen Ellyn, IL 60138) 

Sciiool Edition of ThB 
Newsroom 

Dtudents can write, design, illustrate and print their own 
newspapers on the Commodore 64 with the new school edition of 
The Newsroom, released by Scholastic. First developed by 
Springboard Software, The Newsroom combines word processing 
and graphics. Published by Scholastic for grades 5 through 12, it 
includes step-by-step learning activities and supplementary 
teaching materials. 

The Newsroom package includes one program disk (with 
backup), one double-sided graphics disk (with backup), and 
supplementary materials. These include a User's Handbook, 
Eeference Guide, Student Guide, Teacher Guide, and Tutorial. Six 
basic units of The Newsroom guide students from the draft stages 
of stories to printed, illustrated newspapers. 

Scholastic's school edition of The Newsroom retails for $74,95, 
A joystick or KoalaPad and modem are optional. (Scholastic, 730 
Broadway, New York, NY 10003) 



The htfrnity TIacI 
holds the sei 



of ete 







Cfe What i! the Infinity Mocfi' 




^^mj-iiL 



4-.^^r^s, 



Qi Sound) diflicull. ^r ■ \. 

Ai li'i Sfmpla- Jj^ptug into your C&4/128 and prau a 

button to ac^ta tho Infinity Shield. 
Qi How doei it^K? 

Ai All tha tj^Katids of publiihed action and onimalsd g< 
that u^^^prog ramming davits called "Sprite collision 
dtttj^^", ore disabled by the Infinity 

and the Infinity Shield protect! the player 
>ing ihol ar croshingl 
jt car I now do in o gome (hot I couldn't before? 
jtivating the cartridge enables you tos- "Enter a game at any lowol you ' 
.Aoose". "Explore all tho oreos ond levels of the gome and find the parts o( 
the game you didn't know existed without being kJlled." Deactivating the 
cartridge at any point you choose et>able« you to continue to ptoy the gome 
totally normatly. 

The Infinity Machine is brought to you at $24.99 by Mostertronic, producer 
of incredible value Commodore 64/1 28 K soflwore such at Slugger, S-Ci-ridv 
Soccer and The Last VB all available at $9.99. ; 



\;rmr.':-n3.\Y:rri.] 



• * * 



M-i'Sv. 
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COMMODORE'S 




NEWS 



FROM THE FRONT 



input/Output Board 

i. he MW-611 Is a general purpose input/output board for the 
Commodore 64 that can digitize 16 analog inputs and provide 16 
high current discrete outputs from the expansion port. The 
resolution of the 16 analog Inputs is eight bits, and the outputs can 
switch up to 30 volts at 0.3 amps. The I/O board also provides one 
analog output and an EPROM socket for user programs. The 
conversion rate is 100 microseconds. 

Applications include computer-operated closed-loop control 
systems, temperature control, gas chromatographs, heating, and 
air conditioning control. Also available are programs for a low- 
speed digital oscilloscope and data acquisition, plus a thermocouple 
interface board (Micro B,&D, 3333 S. Wadsworth A- 104, 
Lakevfood, CO 80227) 




Get a set of encyclopedias 
on your Commodore computer. 

Unlimited use of the Academic American 
Encyclopedia'" is just port of the learning fun and 
Information you'll enjoy withi QuantumLink,™ Ihe new 
telecommunications service for Commodore 64* 
and Commodore 128™' computers. Get "A" to "Z" free 
for one month when you pay for one month ($9.95). 

You must have a modem and disk drive to use 
QuantumLink. If you don't have a modem, pick one 
up Qt a retail outlet. Then hooK up your modem 
and coll QuantumLink on your computer 
(not your telephone). 

1-800-813-9400 [juanTumunM. 

tm OocjFiri^TTi.itni: \% a Tro^cnx] r% q\ Oucnium comp^jiief SefVEei. )nc * ConvixMtof p. 

lb ComrrvodOTI (A end tM COfTVTkOClOf e US Qi't frOCKiirtQttt O* OOfWHOCtorp ( MKf ronJcs. Ud 

1M Acodctnc ATncMcori \ nc yciDpedu n Q Modernorh Of GfOMf £t«irDnkc haDiiYNng, mc 
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Submarine 
Simulation 




Dpectrum HoloByte has released SATO, a World War II 
submarine simulation for the Commodore 84. The program 
includes eight missions, five difficulty levels and three ships. GAM 
retaOs for 129.95. (Spectrum HoloBTte, 1050 Walnut, Suite 325, 
Boulder, CO 80302) 




RAM Card for the Amiga 

Dtarpolnt Software has released a 256K RAM card for the Amiga, 
The card installs behind the front panel, expanding available 
memory for programs and graphics to 512K. Standard system 
architecture is used to Insure compatihthty with software and 
hardware. It comes with a one-year warranty, manual and 
schematics. The suggested retaO price is SI20, (Starpolnt Software, 
122 South Broadway, Yreka, CA 96097-2902) 

Disk Cataloging 

PuperCat is a disk cataloging system for the Commodore 64 that 
features 640 disk directories and over 5,000 program titles. 
SaperCat provides automatic entry from the catalogued disk's 
directory with selection, editing and cross-reference capabiUtles. 
An alphabetized listing of up to 5,000 titles is produced using a 
machine-language sort capable of sorting 1,000 titles in eight 
seconds. 

The need for unique disk ID's is eliminated with SuperOat's 
custom disk numbering system. Compact multi-column reports list 
disks and titles as weO as disk labels. SnperCat provides complete 
display facilities, and a search utUity locates any title in less than 
ten seconds for users who have no access to a printer. All orders 
include a backup copy. 

SnperCat Is available for S29.95 from Cornucopia Software, P.O. 
Box 2638, Portland, OR 97208, or ty phone 503-293-3437. 






- BUT DONT TAKE OUR WORD, 
SEE WHAT THE EXPERTS SAY! 



WORD WRITER 128 ^^i< 

An 80-colUmn professional word ' 

processing system for home and business 
use. Includes an 65.000 word spelling 
ctiecker, built-in 5 function calculator, 
and on-screen tiigh lighting. 

". . . Using WORD WRITER 128 is an 
absolute joy ... We found nothing 
but the highest quality." 

Run IMagazine 



SWIFTCALC 128 sideways 

A powerful, easy-to-use electronic 
spreadsheet designed especially for 
home and small business use. 

'. . . Everything you could possibly 
need is present in SWIFTCALC 128." 
Run Magazine 

". . . SWIFTCALC 128 has most of the 
features of Lotus 1-2-3." + 

Ahoy iUagazine 
' +And at less than hall the price! 



DATA MANAGER 128 w*;^ 

A complete general information storage 
and retrieval system with report writing, 
graphics, statistics, and label making 
capabilities. 

"... A powerful and flexible database 
management system that takes full 
advantage of the C128's potential." 
Run AAagazlne 



WORD WRITER 128, SWIFTCALC 
128, and DATA MANAGER 128 
interface with each other. 
YOUR PERSONAL FINANCIAL 
PLANNER interfaces with WORD 
WRITER 128. 







•nmewcRiiU 



DataAAanagef^ 









^1?-^^ 



TrriTTlSrW 



' iUf^itfiWtum:**/ 



More power for your dollar ^^^M 

TImewortts, Inc.. 444 Lake Cook Rd.. Deeilield. IL 60015 (312} 948-9200 



SYIVIA PORTER^S 
PERSONAI FINANCIAL 
PLANNER 

All thecXHTtputertOOls you'll ever need to 
help manage your money on a day-to- 
day basis and plan your financial future, 
too. 

"... By far the most thorough and 
readable manual, one that will take 
you keystroke by keystroke through 
the construction of budgets and 
analysis of finance . . . The screen 
layout was the best of the programs 
we looked at . . . For beginners espe- 
cially, it's a real standout." 

New Yor1( Post 



SIDEWAYS 

The ingeniously simple software program 
that rotates your spreadsheet by 90 
degrees as it prints out and causes your 
hard copy to print out -you guessed it- 
sideways. 

". . . One small program that solves a 
big problem for computer users." 

New York Times 



Our customer technical support gets 
great reviews^ too! 

". . . The good news starts as soon as yoU open the package. A 
toll-free customer hotline number Is printed on the Inside front 
. cover of the documentation for each program. The support 
person I spoke with knew the systems and specializes in them 
exclusively." 

^^^^SS! '^^°^ Magazine 

Back-up program disks can be purchased from Timeworks at a nominal 
charge. And, with every Timeworks program you're protected by our 
liberal UPGRADE AND EXCHANGE POLICY. Details are inside every 
Timeworks package. 

Timeworks Money Back Guarantee** 

If you can find anything that works better for you, simply send us 
your Timeworks program, your paid receipt, and the name ,,„ftjr 

of the program you want, along with your check or "" 

credit card number for any retail price 
difference. If it's available, we'll buy it ^ 

for you."* ^.iSI^' 



—met valid 90 (Jays Irom (tate o1 puichaaa i- 1985 Tinwworks. Inc. M lighis reswvBd. 
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Leam Calendar 



G. 



ameco Industries has released The Calendar for the 
Commodore 64. The Calendar combines drills in calendar skills, 
an arcade-style reward game, and a program/student management 
system. It includes a choice of three lessons: days and montlis; 
seasons, special days and holidi^s; and using a calendar. 

In lesson one, students choose to sequence or abbreviate the days 
and months. In lesson two, students are given information and 
must identify the appropriate season, special day, hoUday, or 
month. In lesson three, students are shown a cadendar and must 
use it to answer questions. 

The Calendar retaOs for t39.95. Backups, class packs, and 
network packs are available. (Gameoo, Box 1911, Big Spring, TX 
79721) 



Sample the latest software 

on your Commodore computer 

free. 

With QuantumLink™ the new telecom municafions 
service for Commodore 64® and Commodore 128™ 
computers, you can sample the latest software free 
for one hour. Now sample Quantumlink's other 
services free, too. A montti of news, fun and informa- 
tion is free when you pay for one month ($9.95). 

You must have a modem and disk drive to use 
QuantumLink. If you don't have a modem, picKone 
up at retail outlet. Then hooK up your modem 
and call QuantumLink on your computer 
{not your telephone), 

1-800-833-9400 nuanTumURH., 



ThI COxuMUDOtt COWNKliON 



Tm. OucMmflmLint. \\ a inadenxixt; o( 

OfOntufn COTipuJer $ervk;ci.. lixi. • CommodCKft 

# COfrvno^re ^ arxl TM Comrixxlof d 1 30 aiv 




Education through 
Simulation 

i he Blue Chip Challenge allows students to experience the 
financial challenges of Investing In real estate, stocks, and 
commodities. Students learn a basic finance vocabulary and the 
broad concepts that govern the financial marketplace. 

The Challenge consists of three software packages for the 
Commodore 64: Hillionaire, The Stock Market Simulation; 
Baron, The Heal Estate Simulation; and Tycoon, The 
Commodities Market Simulation. Printed material includes a 
Flow Chart ot Activities, Interview Guide, Wie Challenge Bules, 
Team Registration Form, Roster of Teams, Student Quiz, Quick 
Reference Guide for each of the three simulations, Glossary, and 
Team Award Certificates. 

First, a faculty sponsor is chosen. This can be the classroom 
teacher, a teacher's aide, a parent volunteer, or any adult who can 
take the responsibility of setting up and supervising the activities. 
Introductory lessons, any optional activities such as films or field 
trips, and student interaction with professionals from the local 
community are arranged and conducted in preparation for the 
simulations. Student teams are then selected, with a maximum of 
13 teams of two students each. A team registration form is filled out 
and posted for each team. The order of team play is determined by a 
lotteiy and posted on the registration forms. A separate lottery is 
held for each simulation. 

Signing out diskettes by the first tsams begins The Challenge, 
Team scores are recorded on the posted team registration forms. 
The steps are then repeated for the other simulations. And Unally, 
awards are presented to the teams with the highest scores. (Blue 
Chip Software, 6740 Eton Avenue, Canoga Park, CA 91303) 

Outline Processor for 
the 128 in CP/M Mode 



JXama 



lasoft has introduced Ont-Thlnk, an alternative for outline 
processing on CP/M computers. Ont-Thlnk classifies text into an 
outlhie structure which can then be accessed and altered. It hides 
details and focuses on how main Ideas fit together. Levels of the 
ouUhia can be collapsed off the screen, hiding them from view, and 
then expanded back into view for editing. 

Out-Kdnk offers a full-screen text editor for inserth^ and 
editing tfixt In the outline. Copy and move operations are provided, 
including copying within and between ouilnies, and marking 
groups of titles In the outline for copying, printing, or deletmg. Its 
dfrectoiy reads and writes text files from most word processors. 
And it prints the outline vrith over 20 different formatting 
parameters, hicludlng headers and footers, page numbers, section 
numbers, and an automatic table of contents. Additional features 
Include a built-in file manager, hiformation retrieval by keyword, 
date and time stamping, and password security on outline files. 

Suggested retail price of Ont-Thlnk Is J49.95. (Kamasoft, S5S8 
m 224th Avenue, Aloha, OR 97006) 
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For Fas^'Credit 
Call Toir Free 



More than ]ust a flight simulator, it Is a matter of life 
and death with /ou at the controls of one of the world's 
most versatile aircraft. The cockpit has working dials, 
gauges and compass. Taking off, landing and flying are 
based on the Mark I Supermarine Spitfire, right down to 
fuel pump problems actual pTTots faced white diving! 
With a choice of simulator and game scenarios, the game 
gives any number of players a chance to shoot down 
enemy aircraft. You can save your log to disk, so you can 
record the number of kiits and flight hotirs you've flown. 
') J Succeeding flights become tougher as your Spitfire 
'"'demands more flying and fighting skill, providing a never- 
ending challenge. 

Comes with authentic Pilot's Notes, 

similar to those the RAF handed out to its 

pilots. You'll be flying one of the most 

memorable planes of Wqrid War II, with 

a little luck, a little skill, and by the seat 

of your pants. On disk for your 

Commodore'' 6fl/128 computer, joystick required. $35 

Conversions to Apple, Atari & IBM forthcoming I 

micpofiomputen games division .^ 
he Avalon Hill Game jimpany iQ 

A MONARCH AVALON. INC. C0MP/3w^^ ■'■ : ^^J*^ 

4^17 HARFORD ROAD • BALTIMORE, MD 21214 



THE 
COMMODORE 

CDNNEG10N. 



Introducing QuantumLinkr the only official 

C-Commodore -supported on-line service. It will expand 

your 64's universe further than you ever imagined. 



Now you can take your computer 
beyond the limits of software programs. 
The new QuantumLink"'' on-line service has 
been specially designed to turn your 
Commodore 54' or 128'" into a powerful 
"tele-computer" All you need is a disk drive 
and a modem to access hundreds of useful 
features. 

Here are just a few of the services available. 

EXCITING SOFTWARE 

• Preview top new software before you 
buy it. 

• Get hundreds of public domain programs. 

• Read accurate, insightful software reviews. 

HOT COMPUTER INFORMATION 

• Exchange messages on bulletin boards, 

• Get fast answers from Commodore 
computer experts. 

• Read exclusive Commodore reports. 

• "Ask Commodore" and get a quick reply 



• Participate in on-line seminars and 
discussions. 

• Join Commodore's nationwide user group. 

MAKE NEW FRIENDS 

• Chat live with users across the country 

• Send and receive electronic mail. 

• Find partners and play chess, hangman 
and other games in full color. 



CuMMOdorfc 
I nf or Hal i on 







it»f up 8 <f9Nn arroM Icays ia 
N»k» *«l*ot)on and prc»» rl 



QuantumLink's full color; easy-to-use menu. 



STAY INFORMED 

• Access Grolier's Academic American 
Encyclopedia!'' 

• Read USA Today™ Evening Update. 

• Get the scoop from RockNet™ news, 
Hollywood Hotline,™ Soap Opera Update. 

FROM HERE TO INFINITY 
FOR ONLY $9.95 A MONTH. 

New QuantumLink is the lowest priced full 
service network. For only $9.95 a month 

If you have a modem: 



you can expand your Commodore's uni- 
verse with a whole range of QuantumLink 
services. And, you can access many fea- 
tures including the encyclopedia, software 
catalog, USA Today entertainment news 
and trivia quizzes as often as you like, for 
no extra charge. Special "Plus" services cost 
only 6<l per minute. But, your first hour of 
"Plus" time every month Is free. (No sur- 
charges for communications or 1200 baud 
access, either!) 

If you don't have a modem: ' 





Whffi yuu iiqn up for tin ,jddi^ionril month 



WMf^n you Signup for 4 rnontfis service 



Now, getting on-line with QuantumUnk is easier 
than you ever imagined, tf you have a modem, we'll send 
you the QuantumLink telecommunications software 
and when you sign up for a month, we will give you the 



second month of service free. 

If you don't have a modem, we'll send you a 
Commodore 300 baud modem and the QuantumLink 
software free when you sign up for four months. 



Cntiii :.i::t..- CatntrexJore 128 jrx) Commodate 6d are itdclmutks of CoranrodOftElKtrorki Limited CXantumLmk is a trademaik of Ouaitutn Coniputer Services. Inc Acddt-mic Amerrcan 
Fntycl. ■■!»'■ I..) .', ,1 UjderrMik of Gto(>ei Elwtrofic PuWisNog. inc LfSA Today is 3 ira<tem*k of&jnnell Co. Inc Holl/WDod Hotlne is j trademaik of HdlyvvwKlHol'inp 



OUBnTumnnM 

"^^ The Commodore' Connection 



Name- 



Addtess. 



City. 
Zip- 



_State 

—Eve Phone _ 



U I NEED A MODEM. Please send my free Commodore" 300 
baud modem, and the QuantumLink software. Charge my 
credit card $39.80, to cover the QuantumLink $9.95 monthly 
fee for the first four months^ 

Oedit Card i I MasterCard UViso 



Acci No_ 
Sigriaiure, 



_Ekp Date- 



Li I HAVE A MODEM. Please send me the free QuantumLink 
telecommunications software. I understand I will be charged 
the first month's fee of $9.95, and will get the second month 
free.* 

2 WAYS TO ORDER: 

BY PHONE: 

If you have a modem, you can register on-line for fastest 
delivery! Hook up and call 1-800-833-9400! If you need a 
modem, call 1-800-392-8200, and ask for Terry 

BY MAIL 

Mail card or this coupon to Quantum Computer Services, Inc., 
8620 Westwood Center Drive, Vienna, Virginia 22180 

■i1youij-M*fTX>r*'Etidmrit'u:i(lixl»L'd 1 f-KXnirof f1yvve'tf»ce^eitKh(ri(yii|ri. yo\j'^*.li:Ljt< L»-i'<t(o' ifvfulfaT.fT* 
Offer Mild mCcxttin^TAl ij S lornew^utncfibef&O^^ txp>rtt6/3<VS6 




,__:^;^ PLUS 4 / C16 OwnersT q^^^ 

ou are not alonel 




TRK MICRO CAN HELP you get the most out of your computer 



t<t:eamti'»ir£uUA 



Become a member of the PLUS EXCHANGE, a newsletter published by 
Tri Micro. The advantages are limited only by your imagination! 



^ 




Software and accessories, discounted 20% to 40%, offered only 
through the PLUS EXCHANGE. 

1^^ At only $40.00 per year, PLUS EXCHANGE provides up-to-the- 
minute information and invaluable support. 



Discover PLUS EXTRA, our most popular selling program. It allows 
you to make the best use of the built-in software of PLUS 4. 

The Programmer's Reference Guide for the PLUS 4 (also applicable 
for C-16 owners) is available through the PLUS EXCHANGE. 



Tri Micro CAN HELP you HELP YOURSELF! Fill out the coupon today and 
receive your complimentary issue of PLUS EXCHANGE. 

1-800-826-4859 



Zip 



Name 

Address 

City, State . 

Phone t ) 

D Please send me more information and my complimentary issue 
n Enclosed is my check for $40.00, 1 year membership 

(circle One) VISA / MASTERCARD # Expires. 



Signature 



TRr' MICRO 

P.O. Box 11 300, Santa Ana, CA 92711 



SOFTIUHRE REUIEIUS 



REVIEWED liY ERVIN BOBO 



Gryphon 

Computer: Commodore 64 

Publisher: Avalon Hill 

Microcomputer Games 
4517 Harford Road 
Baltimore, MD 21214 

Medium: Disk 

Price: S 19.95 

A. hough the Gryphon, with the head 
and wings of an eagle and the body of 
a Hon, was one of my favorite beasts 
from Greek mythology, I always won- 
dered what they do. Gryphon from 
Avalon Hill does nothing to answer 
this question, but does manage to 
capture the beauty of the Gryphon. 

In the game, the Gryphon is the 
protagonist, his moves controUed by 
your joystick. At the beginning, he is 
in the Mystical Woods, a place of ee- 
rie beauty, filled with crystal trees 
and Greek columns. Turn your Gry- 
phon to the left and, magically, a gold 
bar appears, held in his beak. But 
ghosts, looking remarkably like 
Casper, arc out to get him, and at the 
slightest touch he can die. But you 
can always get to the gliosts first. Tlie 
Gryphon seems to have a laser built 
into his head, or perhaps it is his fear- 
ful gaze that dissolves ghosts. At any 
rate, there are many ^osts to de- 
stroy, entering the screen from all di- 
rections. 

You may turn left or right, firing 
your bolts, gaining points for each 
ghost destroyed, or you may take to 
the air. So long as you are flying either 
left or right, things are okay, but face 
the screen and you begin to fall. 

At tlie end of level one is a stone 
wall that cannot be surmounted. It is 
posible to go under it, provided you 
can avoid the poisonous stream. This 
is where the gold bar comes in. Drop 
it in the stream, then fight your way 
back through the ghosts to pick up 
another one. Eventually, you will 
have built a bridge that can lead you 
into level two, the Surreal Cities and, 
eventually, to the Deadly Darklands. 

While you are playing, an extreme- 
ly smooth-scrolling action unveils the 
landscape and reveals new enemies 
and obstacles. It is here that the gam- 
ing becomes difficult. The scrolling 
often hides a ghost until it is too close 




In Gryphon j^owr 
protagonist is often 
beset by impossible 
odds where no 
amount of arcade 
skills can help you 



for combat. But at the same time, the 
scrolling action is one of the game's 
greatest strengths. 

Your Gryphon goes imder, over, 
behind and in front of objects in the 
landscape, flying behind Ionic col- 
umns and behind bushes and trees 
weaving in and out of the landscape. 
Though the game play is an amalgam 
of Defender and Satan 's Hollmv, the 
execution, from the opening titles to 
the Darklands, is a visual feast. 

Add to this an enjoyable musical 
score ( thougli it seems more suited to 
a carousel than to a battle in the Mys- 
tical Woods) and good sound effects. 
Gryphon also incorporates a "bore- 
dom routine," something I've not 
seen before. Access it accidentally by 
plugging your joystick into port one, 
or deliberately by depressing B and 
N simultaneously. The result is the 
appearance of what seems to be a 
television test pattern intermittently 
intcmipted by colorful bursts of in- 
terference. As "video wallpaper," it's 
not bad. 

Gryphon is a good game, so long as 
you don't mind the fact that your pro- 
tagonist is often beset by impossible 
odds — situations where no amount of 
arcade skills can help you. Fortunate- 
ly, those situations to not occur at 
every turn, and it is possible, thougli 
difficult, to master the game. Q 



MUSTLIQUIDflTE 

Letter Quality, Daisy Wheel 

COMPUTER 
PRINTER 

AT BELOW DEALER COST! 



j^^^m^^^ 
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• Letter Quality, Daisy Wheel 

• Can be interfaced with virtually all com- 
puter systems including IBM, Apple and 
Commodore, with the addition ot a printer 
Interface (not included). , 

Manufacturer's close out of excess inven- 
tory is the reason for this liquidation. Add 
this letter quality printer to your present 
computer system at a fraction of norma! 
cost This printer uses standard 96 char- 
acter prirtwtieol and easy-load ribbon 
cartridge. Quiet operation, Uni- and bi- 
directional printing of fully formed upper 
and lower case letters, numerals, symbols 
at 18 cps. ASCII character codes. 10, 12 or 
15 characters per inch or proportional 
Spacing. Line teed spacing of 1/48" 
minimum. Friction feed. Takes 13" max- 
imum paper width. Prints 12" wide. Four- 
posltlon Impression control. Produces 
original and four lightweight copies. 
Approx- 21 lbs, 19'/j" X 14W" x 5". 110V AC. 

One Year UmHed Factory Warranty! 
Mfr. List Price 



Liquidation 
Price Now At 



.^550.00 

*169 



Item H 12Jt 4919007 Ship. MarxJlirig 5900 



Cfftdil c&rd cuttomcTs can 
ofdflf by phofnj, 2* houfs 
a day. 7 dafU a. woek. 

Toll-Free: 1-800-328-0609 

I Vour chdck ta welcomel 

I No delays in ofders paid by check. 

Sates outeida tfanfcnental US. are 6u£>j«c< lo spsciaJ 
cofidfUons. PiQase caJF ot ynrfl© to tf^quiro 

CO. MB. Direct Marksting Corp, Item H 1241 

14605 2Bth Avo. N./Mlnnsapolia. MN &5441 3397 
Scn(J__TOWA Lutlor Quality Printor(i) Hum H 1241- 
4919-007 [IT &H3EJ ouch plus 59 uoch (or shipping, 
handling, iMiniiu'^intu restdants ad(J G% hqIos fax Sorry 
no COO, oifim^. \ 

U My check or monDy order is enclosed, {fie delays in 
processing otdtits^ paid by check Thanks to TeloCheck,J 
Charge to my D MasterCardj D VISA> y 

AciTt. No, — — Exp L 

PLEASE PRINT CLEAPLY 



WaOiMiBa Dirsct Marketing Corp. 
Authorized Liquidator 

1460G 2Bth Aveniw North 
^ Minnnapoll*. MinnBWtt 6B441-3397 
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SOITUinRE REUIEUIS 



REVII-WliD BY GARY FIR1.DS 



Data Manager 
128 



Computer: Commodore 128 

Publisher: Timcworks 

444 Lake Cook Road 
Dccrtlcld, IL 600 1 5 

Medium: Disk 

Price: 569.95 



D. 



(ltd Manager 128 stores, re- 
trieves, compares, changes and evalu- 
ates data. 'Ihis product tor the i'.um- 
modore 1 2H makes managiiif; and 
deciplieriiij; information a breeze, 
'rile title identities its power — it's not 
just a data base, Ijut a data manage): 
This means it can do far more than 
just siore and retrieve itiformatioii. 

IJata Manager IJ8 allows you to 
tiesign your own custonii/ed data 
bases, using easy-io-understaiKl pull- 
down menus. Too otien data bases are 
unyielding lo change, but not this 
otie, A hasc file created with Data 
Manager 128 can he modified to en- 
compass your changing needs. Melds 
can be added or deleted even alter 
data has been entered. 

But the power and usefulness of 
Data Manager J 28 is how it niaiiipu- 
late.s the data it stores. The ahility to 
recall, examine, change and dump in- 
formation to a ]7rinter is to he expect- 
ed, but Data Manager 128 goes far 
beyond that. By selecting specific 
search patterns, you can filter 
through information quickly and re- 
call only useful details. For instance, if 
a business owner needed to Sind all 
the retail stores located in population 
area.s under 2(H),t)0t) west of the Mis- 
sissipiii River, that are nian;iged hy 
women between the ages of 3'> and 
40, wliich annually do S!0,Ot)0 worth 
of business wiili his company, and 
have solid financial ratings. Data 
Manager 128 can c|uickly locate and 
report that infornintion. Or if you just 
want to do something simple like Und 
oin how long it had been since your 
six year-old hati a leianus shot. Data 
Manager 128 will do that too. 

Tile program will also locate and 
print specific information in report 
form suitable for business presenta- 
tions. 'Hiese reports can inclutle as 




Because flies can be 
easily expanded or 
tnodifled, the data 
base you create today 
can still be used years 
from noiv. 



much or as little information troni as 
many or as few files as you wish. The 
reports can be printed directly or 
sa\ ed in special files lo be used by its 
sister (irograms, Word Writer 128 (a 
word jirocessor) antl.V//v/rC(7/c 128 (a 
spreadsheet), both by Timcworks. 

To grasp the relationship between 
Statistics, many people find graphs 
more informative than raw numbers. 
Because Data Manager 128 can cal- 
culate as well as store information, a 
special section «>f the program is de- 
signed to translate those calculations 
into graphs. In our example above, 
the business owner could have exam- 
ined a graph of the different stores 
that matched his search and decided 
where tt> concentrate tuiure business. 
Next, using the results of his search, 
the business owner could have used 
Data Manager I28's label-making 
abilities to prepare a mailing list. 

Too often there seems to he a prob- 
lem getting the correct blend of pro- 
gram sophistication and ease of use. 
lUtlier the program is so complex the 
average user won't spend tlic time 
required to master it, or the program 
is so simple, it won't do the work it 
was bought to perform. But Data 



Manager 128 comes close to finding 
the perfect blend. Its editing options 
make creating files and managing in- 
formation relatively painless. Checks 
are activated to insure data is not 
changed or deleted accidentally, and 
the program's error-handling routines 
prevent the user from common input 
tiiistakes. 

Tor instance, fields can he designed 
to store either alphanumeric, nu- 
meric, date, c:dculation or text data. 
So a field which is reserved for num- 
bers will refuse input of letters, and 
date fields will accept only dates. Al- 
phanumeric fields can be protected 
against duplication to prevent the 
creation of r\vo records with the same 
account number or name. Users will 
also be happy that fields reserved for 
formulas cannot be overwritten by 
mistake. 

Because files can be easily expand- 
ed or modified, the data base ytni cre- 
ate todsiy can still be used years from 
now. With other data bases, adding a 
field to a file after it has been used can 
be a real headache, but with Data 
Manager 128, adding a field to the file 
can be done at any time and as often 
as you wish, as long as you don't ex- 
ceed the limit of 100 fields. You can 
be sure this is a feature you will ap- 
preciate the first time you need it. 

Finding data is xs iniportant as be- 
ing able to store it. Data Manager 
128 has several features to make that 
task e;Lsy and fast. "X-SHARCH" allows 
you to cross-search data using dilfer- 
ent categories to locate similar items. 
"X-SORT" lets you arrange data in in- 
creasing or decreasing order so 
searches can be faster and spot 
searches pinpoint accurate. 

( iintiniictt mi /ijj IJJ 
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SUPER HUEY 

America's #1 Helicopter Flight Simulator 

Forget the disappointment of other flight simulators . . . SUPER HUEY 

has eliminated them! - Commodore Power Play Magazine 

"One of the best flight simulators ever tested !" - Erv Bobo, Run Magazine 



^v«9p&<s- 



Handles like a real 

helicopter. Al! your 

flying skill will be 

needed. 

FOUR 

ACTION-PACKED 

ADVENTURES! 

Solo Flight ■ Rescue 
Explore • Combat 



c©smi 




BACE AOAINST SinaKufBrt 
AND t« TOP pno DfllVEBB 



Hace against King RiciiaiO Petty and 
IS top drivers. A reiil hfn 3-0 main 
ovef>L 
Alart* ' 



Oommocfwe' 64/IZ8" 



you In^cn the giant spid 

drsflons. frogs, prunlonns and. 

Iinally, ihs demogorgtm. 

Alan* • Commodoro* 64/] 2a ~ 



where the action is! 

415 North Figueroa Street, Wilnnington, CA 90744 






(213) 835-9687 
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Decision in 
the Desert 

Computer: Commodore 64 

Publisher: MicroProse 

1 20 Ukt'front Drtvf 
Hunt Valley, MD 21030 

Medium: Disk 

Price: S39.95 

M^ecisiofi in the Desert is :i true 
simulation. As a commanding general 
in North Africa during World War II, 
you decide which troops will attack 
and which will hold. You decide 
when to retreat and when to press on. 
You decide who will live and who 
will die. And when the battles arc 
over, you'll be glad that Decisiott in 
the Desert is only a simulation. 

You choose from five battle scenar- 
ios, all of which can be customized. 
'Iliis means that you never have to 
figlit exactly the same battle twice. 
And because you can comiivaiid ei- 
ther side, you can fight a battle as the 
British one day, :md on another day 
figlit the same battle as the (k-rmans. 

Because Decision in the Desert is a 
historic simulation of World War II, 
the odds are not necessarily weighted 
in the computer's favor. Instead, the 
power of each army is determined by 
the conditions of a specific location in 
North Africa between [>eceniber 
1940 and September 1942. Strength 
of the opposing armies, generals, rein- 
forcement schedules, and air support 
arc all accurate. 

But w-ar is more than men and ma- 
chines — weather conditions and ter- 
rain must be taken into account as 
well. Clloudy weather may ground 
your air corps. Rain (and it does rain 
in North Africa) will turn the desert 
into a sea of mud which will slow 
troop movement. 

The game begins with General 
Montgomery addressing his troops 
while a militan' tiand blasts patriotic 
tunes in the background. You enter a 
password code, then pick one of the 
five campaign scenarios: Sidi Barrani, 
Operation Crusader, Gazala, First Bat- 
tle of Alamein and Battle of Alam 
Haifa. 

Now you pick a variant for the cam- 



You can 

switch sides 

in mid-battle 
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paign and which side you will com- 
mand. Decision in the Desert allows 
you to switch sides in mid-battle, and 
you can switch as often as you want 
without ever being tried for treason! 
Battles can be fouglit in under an 
hour, or can span several hours, A 
savc-and -replay option is included so 
you don't have to play all at one sit- 
ting. 

Althougli the game can be con- 
trolled by either a Joy.stiek or a key- 
board, 1 found the keyboard the 
quickest way to issue commands. By 
first positioning the cursor over a 
unit, you can quickly check its battle 
readiness, supply status and morale, 
and issue commands like attack, de- 
fend, move and reserve. Pressing the 
"G" key displays information about 
that unit's commanding general. 'Die 
"T" key clears the screen so you can 
inspect the terrain. 

The game's different battle screens 
realistically display the terrain of 
North Africa. Roads, cities, minefields 
and airstrips are all easy to identify. 
Newcomers to war games will appre- 
ciate the choice of displaying military 
units as icons (men look like men, 
tanks look like tanks ), while seasoned 
war gamers will probably prefer to 
display the battling pieces using their 
military- symbols. Because each battle 
map can be several screens in size, 
you'll need to constantly scroll to 
keep in touch with all your troops. 
This also means, of course, that just as 
in real battles, you can lose track of 
units. 

Tile action here is non-stop. Troop 



movement is continuous and only 
stops if you press "F" for "freeze." 
Freeze allows you a chance to answer 
the phone or, more likely, catch your 
breath and plan your next move. To 
win, you must carefully plan attack.s 
on dcfendable terrain. Armored 
troops fight better in open terrain, 
while infantry do better in towns or 
broken terrain to provide some pro- 
tection from enemy fire. 

I can fault the game with but one 
omission: Messages from units in bat- 
tle often come so fast that the second 
message replaces the first before it 
can be read, I would like to be able to 
recall the last two or three messages. 

The copy -pro tec ted disk comes 
with a well written, 56-page manual 
which includes helpful historical 
notes about the real battles Decision 
in the Desert simulates, as well as 
maps. Decision in the Desert is the 
second simulation of MicroProse's 
Command Series, and establishes a 
new standard of excellence for war 
simulations. Like its sister program 
Crtisade in Isurope (sec review in Oc- 
tober/November, 1985, Commodore 
Power/Play), Decision in the Desert's 
action, graphics, realism and ptayabi- 
lity are all top qualit)'. The game plays 
like war — a single mistake or missed 
opportunity' can easily shift the tide of 
battle. And althou^ the game is verj' 
complex, its controls arc kjgieal and 
easy to master. Both experienced and 
novice players will be delighted with 
this offering from MicroProse. If there 
must be wars, this is the way they 
should be fouglit. Q 
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KNOWLEDGE IS POWER. 
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You'll find iinhiiLScd in-ilcplh rcvit-ws ot dit.' best new soltwarf ;ind luir<Jw:irc discover how to m^c your 
own programs. , .icarii priictical honif ;(nd business iipptication.s. And much, nnich mote. 

Plus, in tvLT>' issue, you'll receive free programs — boch games and practical applications — you can type in 
and use riglit away! 

And, ifyou act now we'll send you a FUEE "Best of I,oadstar" disk. . .full of great games, practical programs, 
plus utilities, graphics, music, tutorials and much more! 

Subscribe or renew jour subscription now at the low rate of S26.95 and we'll send you a full year of 
Commodore Microcomputers and Commodore PoiverlPlay (1 2 issues, total) PLUS your FRKE "Best of 
Ixjadstar" dlsk(S6.9'i vahic). 

Use the business reply card or call toll free 8O0-345-81 12. In Pennsylvania call 800-662-2444. 
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PrintMaster 

Computer: Commodore 64 

Publisher: Unison World 

2 1 50 Shattuck Avenue 
Berkeley, CA 94704 

Medium: Disk 

Price: S3 1.95 

\\ hen I heiird about a new printing 
program for the Commodore 64 that 
was rumored to be better than any- 
thing else on the market, 1 couldn't 
wait to get my hands on it. But when 
it arrived and turned out to be Print- 
Master, I was itlmost disappointed. 

For some time, I had been using 
PrintMaster on the IBM PC and had 
grown quite fond of it. But 1 was fully 
aw:ire that more memory allowed for 
more features than were possible on a 
64 k machine, and I expected the 64 
version to be abbreviated. 

llie good news 'v> that I was wrong. 
Making use of disk access routines, 
PrintMaster ofifers all the features I'd 
come to rely on — including the Pre- 
view feature, which sets this program 
apart from all others of its kind. 

Yoii begin with a menu to make 
greeting cards, signs, calendars, or 
stationarj'. Also on the menu is the 
Setup routine. It is imperative that 
you go through iliis before doing any- 
thing else. If you simply jump in and 
create a banner or sign, you may find 
that you are unable to print it. 

Listed on the outside of the carton 
are more than a dozen printers sup- 
ported by PrintMaster and the two 
interfaces: Cardco and Turbo- 
Print/GT. There is some leeway al- 
lowed. Neither my printer or inter- 
face are on the list, yet they work fine. 
Investigate this before you purchase 
the program. 

After the Setup routine and the 
printer test, return to the main menu 
and select your project. As with other 
programs of this kind, the choice you 
m:ike leads to another screen with 
more choices. It will be here that you 
begin to see the superior features of 
this program. Besides containing 111 
graphics pictures, 1 1 borders and 1 1 
graphics patterns, PrintMaster shows 
you what each picture will look like 
before you select it. Pressing the 
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Commodore key at the prompt 

causes a quick disk access that loads 
the library into RAM so that you can 
flip through your choices quickly and 
easily. {The PrintMaster Art Gallery I, 
available separately for S29.95, offers 
over 600 more graphics.) 

From there, you choose one of 
eiglit fonts, each displayed for you 
and available in two sizes to compose 
your message. PrintMaster allows you 
to mix sizes and fonts on a single page 
for even more variety. As you rjTDe, 
you can choose whether to justify or 
center each individual line, the size of 
type for each line, and the font for 
each line. 

Now you're ready for the most ex- 
citing feature of the program; the Pre- 
view. /*r/w^/W«5fc'r provides a full view 
of your creation so that you can see 
exactly what you've done before you 
print it. In the case of greeting cards 
that have two sep;irate pages, you are 
first presented with a full view of the 
outside. Next, the outside shrinks to 
about one-third the original size and 
the inside is displayed, allowing you 



to see your card in its entirety. If any- 
thing is not to your liking or if you 
think you might do better, you can 
now go back to any point in the pro- 
gram, in reverse order, and change 
whatever you want. 

Should you feel none of the graph- 
ics in the library are appropriate, 
PrintMaster gives you the option of 
creating your own designs or modif>'- 
ing existing designs through the 
Graphic Editor. Functioning much 
like a sprite editor, this option lets 
you use joystick or cursor keys to 
move around the grid, drawing and 
erasing one pixel at a time until you 
have just the effect you want. 

The black-and-w^hitc display is crisp 
and sharp at all times, the on-scrccn 
representations of graphics and fonts 
are exactly as they will be printed, 
and the Preview mode introduces a 
feature which should be a [uust in 
printing programs. If there is a draw- 
back to PrintMaster, it is only that not 
every printer and only rwo interfaces 
are officially supported. But you can't 
have ever)- thing. Q 
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GET PROFESSIONAL SPREADSHEET POWER 
WITHOUT PAYING PROFESSIONAL PRICES. 
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INTRODUCING MICROSOFT' MULTIPUN 
FOR THE COMMODORE 64 AND 128. 

With the new, fast-loading Microsoft Multiplan, you 
ran add professional spreadsheet power to your 
0>mmodore 64 and 128— the same MuUiplan used by 
over a million IBM PC, Apple II and Macintosh owners. 

And with the built-in EPYX Vorpal'" Fast Loader, 
which loads the program in moments, this new Multi- 
plan delivers business-level power and features at a 
price you can afford. 

Use Multiplan to create spreadsheets for budgeting, 
taxes, financial planning or cost estimating. Get fast 
answers to all kinds of "what if questions— from 
personal finance to complex depreciation allowance 

•Multiplan and Micn»i)/t are registcTfti lT^iilfiti:irk!i of Microsoft Corii. Voi-i^il is ;i lr:ir)iTujirl; 



tables and much, nuich more. 

You'll receive a comprehensive Multiplan manual 
that clearly illustrates all the features, functions and 
formulas. 

Plus you'll get a Quick Start manual that gets you 
up and mnning with Multiplan in minutes. And easy- 
to-use templates with built-in formulas and 
functions let you start working r^^ 

right away. _ Fpfl< VS^«^ 

Mia'osoft Multiplan for thi 
Commodore 64 and 128. You 
get professional spi'eadsheet 
power without 
paying prufes- 
slonal prices. 

jf Kpyx, hlc. 
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SOFTUMRE REUIEIUS 



Heart of Africa 

Computer: CotnmoUorc 64 

Publisher: Electronic Arts 

2755 (lumpus Drive 
San Mateo, CA 94403 

Medium: Disk 

Price: S34.95 

J-^espite the iiumerous awards won 
by Severn Cities of Cold, V sailed the 
disk out a window after three days— 
so I was surprised to find myself hav- 
ing so much fun with this sequel. A 
one-player expedition into 19th-cen- 
tury Africa, it surpasses Seneti Cities 
of Cold in many ways: 'Iltc graphies 
are sharper, the animation is more de- 
tailed, and you don't have to waste 
time copying a scenario disk before 
playing the game. But the most sig- 
nificant difference is that Heart of Af- 
rica makes it simpler and less confus- 
ing to interact with ihe people you 
meet out in the boondocks of a newly 
discovered continent. 

In Seven Cities, no matter how 
friendly I acted toward an Indian 
chief (on the few occasions I man- 
aged to distinguish him from the rest 
of the tribe), the encounter inevitably 
ended in a misunclerstanding that 
sparked a battle. 1 killed a lot of them, 
the\' killed me, then I started the 
game over. Here 1 had no trouble 
communicating with the Africans be- 
cause the process is more straightfor- 
ward; You simply bump into one. 'ITie 
results of the meeting depend on 
what, if anything, you're holding in 
your hand. 

it follows the same theme as Seven 
Cities of Gold: the step-by-step explo- 
ration of an uncharted land. The goal 
here, though, is more fanciful, for you 
seek the tomb of a llctitious ligyptian 
Pharoah, .-yink Ahnk, who had his 
trea.su res buried with him in a secret 
location to thwart would-be grave- 
looters. In addition to grabbing the 
treasures, you'll be able to claim the 
valuable estate of the recently de- 
ceased Hiram Primni. I'rimm spent 
his life — -and lost it — searching for the 
tomb. Now a letter from his lawyers, 
included in the manual, explains that 
you've been appointed heir apparent, 
but must find the tomb in order to 
collect. 



An ever-intriguing 

continent of danger 

and discovery awaits 

the intrepid 

adventurist in the 

search for the 

Egyptian Pharoah's 

secret tomb in this 

sequel to Seven Cities 

of Gold. 




'ITie law firm advances you S250 
for expenses and drops you off near 
Ciairo, where the game commences in 
1890. Your character, an animated 
stick-figure on the main map, is por- 
trayed as an intricately animated man 
wearing a pith helmet when he enters 
a town. Head due south for the first 
town, Cairo, and the aerial view of the 
continent is replaced by a similar per- 
spective revealing the buildings, huts 
and the animated inhabitxuits strolling 
around town, i lere you should imme- 
diately stock up on supplies before 
heading west into the Sahara or south 
along the Nile River. Equipment in- 
cludes medicine, pistols, a ship (for 
the Indiana Jones fans in the crowd), 
shovels, canteetis, and gifts for trading 
to the natives. 

A center-screen window depicts 
your immediate surroundings, with 
your money, food supplies, and num- 
ber of gifts itemized on the right. Tour 
icons arc on the left. By mashing the 
button (the entire game is joystick- 
eon trolled), you can higlilight and ac- 
tivate an icon to obtain more informa- 
tion or conduct other activities. 
Select the hand icon, for example, and 
a fresh window provides more 
choices: You can pick up an object or 
take a tool from your backf>ack and 
hold it in your hand. Inventory is 
limited, but you may stxsh items any- 
where on the surface map and return 
for them later; an "X" automatically 
marks the spot. Similar options 
streamline the process of shopping 
for supplies. A single line of text at the 



bottom of the screen describes any 
discoveries. 

Most games simply annt)uncc the 
news when a character becomes sick 
or hungry, but Heart of Africa illus- 
trates the effects of these conditions 
with lively animation. If bitten by an 
enraged hippo while swimming 
across a river, your character limps 
along slower dian normal. If tramping 
through a swamp, jungle, or other 
rough terrain, be will be bogged 
down unless armed with a machete, 
lliis fate also befalls die poorly pre- 
pared bwana who depletes his food 
supply. And if he runs out of water in 
the desert, he gets delirious and re- 
.sponds erratically to the joystick by 
moving left when you tell him to go 
riglit, or even walking or s-wimming 
around in circles. By choosing the ap- 
propri-atc option, you'll get an update 
on your character's health and gener- 
al location. 

Ciifts are instrumental in finding the 
tomb, for clues to its location are re- 
vealed in the legends of the ilausa, 
Mongo and a.ssorted tribes. Only after 
you've won their confidence with the 
proper gift will the natives help. Some 
will offer advice, others will fork over 
a bearings map that shows the loca- 
tion of otherwise hard-to-find sites. 
Each tribe prizes certain items and 
considers others taboo, so be sure to 
study the clue-filled manual thor- 
ouglily before embarking. Present a 
Masai with a copper bracelet, for ex- 
ample, and you'll soon wish you had 
Cnnlimivtt on pR I2-i 
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F-T6 Dogfight with Enemy MIQ-23 

Fighters 



F<18 on the Deck of a Nlmitz-Ctoss 
Aircraft Carrier (Control Tower View) 




From the author of Flight Simulator 
II comes a new dimension in 
realism. Jet simulates two fast and 
maneuverable supersonic jet 
fighters, a land-based F-16 or a 
carrier-based F-18. The simulator 
includes modern electronic flight in- 
strumentation and the most 
advanced weaponry available. Jet's 
simulation sophistication, combined 
with excellent visual attitude 
references, makes it truly enjoyable 
to fly. 

Easy aircraft control coupled with 
ballistic thrust gives you the kind of 
aerobatic maneuverability only a 
modern jet fighter can provide. Jet's 
attitude indicator is easy to read no 
matter what your orientation. A full- 
screen out-the-window view helps 
you get the most out of Jet's ex- 
cellent flight controls. And that's a 
major consideration when flying at 
speeds in excess of 1300 IVtPH. 



With Jet you can fly through either 
structured or non-structured 
environments. Engage in a deadly 
variety of combat missions. Explore 
the wargame territory, or relax by 
practicing precision aerobatic 
maneuvers. Load in scenery from 
optional United States Scenery 
Disks. You can even load in scenery 
off the Flight Simulator II disk. 

New high-performance graphic 
drivers provide beautifully detailed 
scenery in either day or night-flight 
modes. You can look forward, left, 
right, rearward, or straight up out of 
the cockpit with a single keypress. 
The Jet simulator even includes a 
special view-magnification feature 
that lets you zoom-in to identify 
objects or details at a distance. 

Jet will run on any Commodore 64 or 
Commodore 128 computer with one 
disk drive and either color or 
monochrome monitor. 



3;^^: 










F-16 Hlgh-G Pultout over Detailed 
Wargame Scenery (Hear View) 



See Your Dealer ... 

or Vi/rite or call for more informa- 
tion. For direct orders please 
enclose $39,95 plus $2.00 for 
shipping and specify UPS or first 
class nnail delivery. Visa. 
MasterCard, American Express, 
and Diners Club cards accepted. 
SCENERY DISKS FOR JET 
AND FLIGHT SIMULATOR II 
ARE NOW AVAILABLE. 



Commodofe 64 and Commodoie T2S are trademarks or 
Commodoie ElectronKS. Ltd 



LOGIC 



713 Edgebrook Drive 
Chtampaign IL 61820 

(21 7) 359-S482 Telex: 106995 

OrderLlne: {800} 637-4983 

(sicept in Illinois . Alaska . and Hawaii) 



SOFTUIHREREUIEUIS 



RE\'IEWED BY MARK COTOIVE 



International 
Hockey 

Computer; Commodore 64 

Publisher: Artworx 

150 North Main Street 
Fairport, NY l-i-iSU 

Medium: Disk 

Price: S24.95 

x\t times, ice hockey can be poetry 
in motion: padded players dazzle au- 
diences with synchronized skating 
and artistic acrobatics. And just as of- 
ten, hockey can possess all the grace 
of a street rumble lus bodies slam, 
sticks sliLsh, hands clutch and punches 
fly, h is this blend that was successful- 
ly captured and brought to Commo- 
dore screens l;Lst year in Artworx's 
Slap Shot. With its release, designer 
Ken (irani delivered a contest that 
captured all the skilled thrills and 
brutal spills of the real thing. Who 
could ask for more? 

Mr. Grant, that's who. For, like a 
fussy team owner, he went back to 
improve a squad already heralded as 
the best. The result is International 
Hockey. 

With a zealous organist spurring on 
the restless crowd, International 
Hockey begins with two teams wait- 
ing for the center ice face-off. 'Hie 
rink is viewed from a "press-box" per- 
spective, presenting a vantage very 
similar to the one provided by televi- 
sion's long-range camera. When the 
puck is dropped and the players scur- 
ry for position, the screen will pan 
back and forth to follow the action. 

'Ilie contest's pace is relentless. (.)f- 
fensive wingers cut in on goal, stick 
handling, passing and shooting for any 
opening that can be found. Defense- 
men do what they must to thwart the 
attack. Checks arc leveled, the crease 
is cleared, and rebounds are quickly 
covered as the goalie slides low and 
springs high to stt>p a (hirry of shots. 

And while the realistic ]ilay is c[iiite 
impressive in and of itself, wliat's 
even more rem:irkable is that all (}f 
this on-serccn movement is accom- 
plished with a few uncomplicated 
taps and tugs on the joystick. Only a 
minute or two of practice is needed 




International Hockey 
even incorporates a 
sticks-dotim gloves- 
off toe-tO'toe slugfest 



to put all your ice hockey coaching 
theories to the test. 

Some purists might be initially dis- 
tracted by a few omissions: There arc 
no offsides or icing calls, no line 
shifts, and no power plays. But when 
placing the emphasis on continuity of 
motion and ease of use, the elimina- 
tion of some elements can be justi- 
fied. And even with the compromise 
of some rules and regulations, this 
progr;un still successfully captures 
the sport's true sights and sounds. 
When a blast beats the ma.sked goal- 
keeper, the twine pulls, the crowd 
explodes, and the scorer thrusts his 
arms high in victory. Lay a body 
check into an onrushing attacker and 
he'll fall to the ice in a daze while the 
puck squirts free. And if you hound a 
player long enough, he may instigate 
one of those infamous hockey brawls. 

That's right. This game even incor- 
porates a sticks-down gloves-off toe- 
to-toe slugfest. And not only will the 
onlookers be treated to the slightly 
humorous sight of the two video 
headhunicrs pounding each other. 



but each team will also be awarded a 
rarely called penalty shot, a one-on- 
one showd(nvn between shooter and 
goalie. 'ITie game screen changes to 
display a perspective from the at- 
tacker's point of view. Both players 
then take their turn in each position, 
trying to oui-finesse and out-guess the 
opponent in a brilliantly animated 
duel. 

But these authentic visuals are only 
half the story. The audio portion of 
International Hockey has been or- 
chestrated to make you feel as if 
you're playing right in the middle of a 
packed arena. Not only will the rhyth- 
mic organ bursts and buzzing crowds 
keep you motivated, but a sporadic 
use of voice synthesis lias been incor- 
porated to highlight the game's more 
dramatic moments. The crisp, clear 
cries of an enthusiastic fan accentuate 
the action, as he leads cheers 
("Charge!" ), spots infractions ("Penal- 
ty ...tripping."), punctuates alterca- 
tions ("I'iglit! Fight!") and rejoices 
over each goal ("He scores!!"). Even if 
you're the only one in the room, 
you'll never feel alone. 

Tlie game is divided into three two- 
minute periods and can be played 
against a human opponent or the 
computer at three difficulty levels. 
I've yet to out-skate the Fxpert squad, 
stiff competititm even after you've 
mastered the riglits of the rink. Beat 
tliesc guys with any consistency and 
you're ready for the Stanley Cup. 

Cinilinui'il ttri p^. IJft 
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i YOU'RE LOOKING A. 
"I 4,096 COLORS 
4'CHANNEL STEREO 
• II INSTRUMENTS 
I 8 SPRITES 

3-D ANIMATION 
25 DMA CHANNELS 
I A BIT BLITTER 
^ AND 

A MALE AND FEMALE VOICE. 
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ONLY AMIGA GIVES YOU ALL THIS AND A 68000 PROCESSOR,TOO. 



Three custom VLSI chips working in combi- ,„ 
nalion with the main processor give Amiga" 
graphic dazzie, incredibie musicai obiiity 
and animation skiii. 

And they make Amiga the oniy com- 
puter with a muiti-tasking operating system 
buiit into hardware. 

Aii these capobiiities ore easy to tap ^ 
because Amiga's open architecture pro- A 
vides you with access to the 68000 main fl 
bus in addition to the serioi, poroiiei and a! 
fioppy disk connectors. Compiete tech- ^^-vaAy-y^ 
nical manuais enable you to take full "-.■..-..:.......•,■..■......■ 



■'^..AMIGAA 






1 advantage of the custom chips and the 
software support routines in the writable 
control store on the Kickstart'" disk that 
comes with every Amiga compufer. 

You can access these resources in o 
number of development languages, includ- 
ing Amiga Macro Assembler,™ Amiga C, Amiga 
BosiC (Microsoft*— Basic for the Amiga), 
Amiga Pascal and even Amiga LISP. 
So Amiga not only gives you more 
creativity it gives you creative 
new ways to use it. 

Amiga by Commodore. 



GIVES YOU A CREATIVE EDGE. 



- Am*oo (J a trodemorti ofCommodoioAnUgo. inc ■"Wckstorf Is a irodemofk otCoinnKXtofe-Airuoo. inc. 
'Amiga Mocro Aiscmbter li o iradomorti of Convmodrae-Amigo, inc. *M(cio»f I It a leglsiered irademorti o( Mcioioti. inc . 
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REVIKWlil) BY GARY FIEIJiS 



Body Man I 

Computer: Commodore 64 

Publisher: Nanosec 

4185 South 300 West 
Ogdcn, UT 84403 

Medium: Disk 

Price: S 39.95 



if evidence is still needed to prove 
that a computer, coupled with the 
right software, is a better teaching 
tool than a textbook, this program 
provides it. Kenneth Hard's Body 
Man I brings to the chLSsroom a pro- 
gram that both teaches und tests stu- 
dents in human anatomy. Tlie pro- 
gram graphically explores man's 
body: from the surface of the skin to 
the spleen, and all organs in between. 

Body Man I's main menu offers op- 
tions to study one of three sections of 
the hum;in body (head, upper torso 
or lower torso), take a final exam, or 
watch a demonstration. Each display 
is a pixel-perfect, textbook qualit>' 
facsimile: A liver looks like a liver, a 
stomach looks like a stomach, and the 
brain looks like a brain. 

As you move the on-screen pointer 
over an organ, its name will appear. 
To select an organ to study, just press 
the joystick's fircbutton or the space- 
bar. Now a detailed, colored illustra- 
tion of the organ appears, including 
cross sections. Text describing the 
body part, its make up, function, size 
and information of interest are print- 
ed in the area below the graphic. As 
information is displayed, an arrow 
will point to the specific section of 
the organ being described. After the 
student has absorbed the information, 
the arrow will move to another sec- 
tion of the organ and new information 
will appear. 

After a lesson on the body part is 
finished, the student can either re- 
view the material, take a quiz, or re- 
turn to the main menu. VChen quiz is 
selected, the screen displays a clxss- 
room, complete with a teacher. Multi- 
ple-choice questions are asked and 
graded. After the test, the displayed 
results can he dumped to a printer. 
The printout includes the student's 
name, the date, percentage grade and 
a repeat of all the questions the stu- 




Body Man I 
graphically explores 
man's bodyifiom the 
surface of the skin to 
the spleen, and all 
organs in between 



dent incorrectly answered. 

Body Man I brings to the classroom 
a never-tiring and always-patient 
teacher. With it, each anatomy stu- 
dent can study at their own speed. 
Less motivated students may find in 
this teaching too! the catalyst they 
need to .spark their imagination. 

Four program disks arc required to 
store all the lessons and illustrations. 
This does mean that the student must 
switch disks often, but to make locat- 
ing the correct disk easier, each is 
color coded and numbered, Recausc 
the material covered by Body Man I 
is for junior high school students and 
older, safe handling of the disks 
should be no problem. 

I found tlie program ver^' eas\' to 



use and forgiving of errors. For in- 
stance, failing to turn the printer on at 
the correct prompt or failing to insert 
the correct disk at the proper time 
did not result in lost data or a .system 
cr;Lsh. Instead, the screen acknowl- 
edged the error and prompted the 
proper action to take. 

However, getting the program 
loaded and running is not that easy. 
Nanosec has made the program disk 
both copy and password-protected. 
'Hie pass■^vord is supplied only iifter 
Nanosec receives the registration 
card packed with Body Man I. The 
wait for the postal service to deliver 
the registration card to Nanosec and 
their reply can t:ike several weeks, 
but to soften the wait slightly, the 
program allows 20 loads before it de- 
mands the passAvord, 

Other than the inconvenience of 
the password protection and a few 
minor t>'po errors which pop up in 
the program's text displays, I found 
Body Man I a notable educational 
tool. While Body Man I can teach in 
any home, it really belongs in the 
ckissroom where the most children 
can benefit from it. If you are a sci- 
ence teacher with Commodore 64's 
in your classroom, this is a teaching 
aid von should ivy. Q 
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The Most Challenging Games 
at the Most Reasonable Prices 



SSI 



UST OUR 
PRICE price! 



Baltic 1985 

Baltalion Commander 

Battle of Antletam NEW 

Battle for Normandy 

Battlegroup NEW 

Breakthrough/Ardennes 

Broadsidos 

Carrier Force 

Computer Ambush 

Computer Baseball 

Computer Quatorback 

Cosmic Balance 

50 Mission Crush 

Fighter Command 

Gemstone Warrior 

Geopolitique 1990 

Germany 1985 

Imperium Galaclum 

Kampfgruppe 

Kampf. Scenario Disk 

Kniqhls of the Desert 

Mecnbrigado 

Norway 1985 

Operation Market Garden 

Panzer Grenadier 

Phantaale 

Phanlasie II NEW 

President Elect 

Pro Tour Golf 

Questron 

Ralls West 

Rings of Ztlfin NEW 

Six Gun Shootout 

U,S.A.A.F. NEW 

Wizard's Crown NEW 




MICROPROSE 



UST OUR 
PRICE PRICE 



S3S 
$40 


$23 

S27 


$50 


533 


$40 


527 


$60 


540 


$60 


$40 


$40 


$27 


S60 


$40 


$60 


$40 


$40 


S27 


$40 


S27 


$40 


S27 


$40 


S27 


$60 


540 


$35 


523 


$40 


527 


$60 


540 


$40 


527 


$60 


540 


$20 


$15 


$40 


$27 


$60 


$40 


S35 


$23 


S50 


$33 


$40 


$27 


V4Q 


527 


!;40 


527 


!;40 


527 


!40 


$27 


!40 


$27 


!;40 


527 


:i4o 


$27 


:;4o 


$27 


$60 


$40 


$40 


$27 



Aero Jet 




$35 


$23 


Conflict In Vietnam 


NEW 


$40 


527 


Crusade in Europe 




S40 


527 


Decision in the Desert 


:;40 


527 


F-15 




!;35 


$23 


Kennedy Approach 




!;35 


$23 


Mig Alley Ace 
Nato Commander 




!;35 


$23 




!;35 


$23 


Silent Service 




!;35 


523 


Solo Flight 




$35 


523 



ACCOLADE 

Dambusters 

Double Accolade 

Fight Night 

Hardball 

Law ot Ihe West 

PSl 5 Trading Company 



UST OUR 

PRICE price! 



$20 
530 
520 
520 
$20 
520 



TELARIUM m^ Pm"^ 



Amazon 


$33 


S?? 


Dragonworld 


!33 


$22 


Fahrenheit 451 


!;33 


$?? 


Nine Princes in Amber 


:i33 


$?? 


Perry Mason 
Shadowkeop NEW 


!:33 


$22 


33 


$22 




EPYX 



LIST OUR 
PRICE PRICE 



Ballblazer 

Eidolon 

Koronis Rift 

Rescue on Fractalus 

Summer Games t, II 

Temple Apshai Trilogy 

Winter Games 

World's Greatest Baseball 

World's Greatest Football 




ACTIVISION 



Alter Ego NEW 

Ghcstbuslers 

Hacker 

Little Computer People 

Mindshedow 



UST OUR 
PRICE PRICE 



$40 
!;35 
i;30 

;;35 

$30 



$27 
$23 
$20 
$23 

$20 




AVALON HILL 



B»SS^3¥SSg*;aS8SSaK^iS58Sa!S 



Dreadnoughts 

Gulf Strike NEW 

Jupiter Mission 1999 

Legionairre 

Maxwell Manor 

Super Bowl Sunday 



"Ust ouir 

PRICE PRICE I 



$30 

;ao 

iWO 
iOO 
S25 
$35 



520 
$20 
$27 
$20 
$17 
$23 



Carriers at War 
Europe Ablaze 
Reach for the Stars 



$50 

i;50 

$45 



$33 
533 
$30 



TEVEX 

1710 WUwat Drive Suite E 
Norcrass, GA. 30093 
404-441-3045 



BEST SELECTION - Wc have carefully selected 

the best tides from the most challenging software available. 
CALL TOLL-FREE - Call us to place an order or just to ask 
a question. Every call is always welcome on our 800 tine. 
SAME DAY SHIPPING - We ship every order the same day it's 

placed. Just call before 4:00 pm and well ship your order UPS. 
DISCOUNT PRICES - Save up to 1/3 off the retail price when 

you buy from Tcvcx. Why pay more for the same software? 
FRIENDLY, KNOWLEDGEABLE STAFF - Wc arc always 

available to answer your questions and keep you up to date on 

new & upcoming games. 

CALL TOLL-FREE 1-800-554-1 162 

SAME DAY SHIPPING * 
WRITE FOR FREE CATALOG 




ELEC, ARTS 



UST OUR 

raicE price! 



Adventure Constr. Set 

Archon 

Archon IE: Adept 

Bard's Tale 

Heart of Africa NEW 

Lords of Conquest NEW 

Mail Order Monsters 

Movie Maker 

Racing Destruction Set 

Seven Cities ol Gold 

Skyfox 

Ullima \l\-Origln Sys. 

Ultima W-OriginSys. 



$40 
!;23 
$33 
$40 
ii33 
$33 
$33 
S33 
!i33 
!;33 
i;33 

;;53 
;;60 



$27 

$16 
$22 
$27 
$22 
$22 
$22 
$22 
$22 
$22 
$22 
$36 
$40 



INFOCOM 



UST OUR 
PRICE PR ICE 



J 



Ballyhoo NEW 

Cutlliroals 

Enchanter 

Fooblilzky NEW 

Hitchhiker's Guide/Galaxy 

Infidel 

Planelfall 

Seas talker 

Sorcerer 

Spellbreaksr 

Suspect 

Suspended 

Wisnbringar 

ZorkI 

Zork II. Ill 

Invisiclues 



S40 


S27 


S35 


$23 


35 


$23 


40 


527 


-35 


523 


40 


527 


35 


$23 


i35 


523 


40 


527 


45 


$30 


40 


$27 


45 


$30 


,T^ 


$23 


.-IS 


$23 


40 


$27 


$8 


56 




Alternate Reality 


MO 


$?7 


Beachhead 


135 


$23 


Beachhead II 


40 


$27 


Clash of Wills 


40 


$30 


Compolttion Karale 
Elite 


;35 
■35 


$25 
$23 


Flight Simulator 11 
FSlI Scenery Disks 


■^50 


$33 


120 


515 


Galo 


kIO 


$20 


Jet Simuialor 


40 


$27 


Kobayash! Alternative 


40 


$27 


Leader Board 


WO 


$?7 


Micro League Baseball 


140 


$27 


Napoleon at Waterloo 
Quzam 


i35 


$25 


m 


$20 


Road to Moscow 


m 


$22 


Sargon 111 


50 


533 


Spy vs. Spy 1, II 


30 


520 


S ar Fleet 1 


$50 


$33 



BLANK DISKS - BOX OF 10 
DSDD0NLY$12 



OcottlirflidtiiBul I 404.441.3043, ORr>ER!N0 ANDTTSMS: CO.D, 
,.u.., ,_ ^uj^fpnj jminbtf . Sini fl hi O: AiU 
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If you own a C-64, you 

The one you purchased. And the 




GEOS realizes the technical 
potential that has been in the 
, C-64 all along. Speed. 
Power. Ease of use. Sophisti- 
cation. Elegant, practical 
applications you might 
expect of a high-end personal computer, all 
made possible with GEOS. It's so simple — 
but then, so was fire. Once it caught on. 

To begin at the beginning. GEOS stands for 
GRAPHIC ENVIRONMENT OPERATING 
SYSTEM. Why? 

GRAPHIC: Because menus and icons 
replace long, typed command lines. Point 
and click, that's it. 

ENVIRONMENT: Because GEOS provides 
a consistent, powerful way to use your 
computer. Learning new applications is a 
snap {or should we say click). 

OPERATING SYSTEM: Because GEOS 
orchestrates every function so that they all 
work together systematically, 
even symphonically. 

Some basics. Icons are graphic images 
which represent files or utilities. Each is 
different, and all are easy to recognize and 
easy to use. 

A menu is just that: a list of functions availa- 
ble for selection. When a menu appears, 
move the pointer to any item you wish. 
Click, Click. You're on your way. 

A pointer is used to select and activate 
items. To move the pointer, roll the mouse 
or trackball or rotate the joystick. Once on 
target, click once to select; click a second 
time to activate. 

Fonts are a new way of looking at text. 
Choose from 5 different fonts (with more on 
the way). Try stuindit, or Roma, bold, or 
italics, even underline and . Need to 

fit more words on a line? Pick a smaller 
point size, like un,vo,sit-/6po.ni, and get over one 
hundred characters per line. 
All this and fast too. Because the integrated 
diskTurbo software improves 1541 disk drive 
performance 5 to 7 times. That's right. On 
both reads and writes. 



GEOS can be divided into 4 areas: two 
functional aspects (deskTop and Desk 
Accessories), and two major applications 
(geoPaint and geoVWite), 

deskTop. deskTop is a 
graphic interface, making file 
organization and manage- 
ment easy. As always, you 
call the shots. Load a disk. 
Files appear as icons on the 
disk notepad; to flip through, point at the 
folded corner and click. Prefer a file appear 
on a different sheet? Move it. It's easy. 





Create a new document or re-name an 
existing one. Want to copy a file onto the 
same or a different disk? Fine. Forgotten 
what a file contains? Select "get info" from 
the file menu. A description of that file's 
contents appears. Finished with a file? Print 
it. Save it. Or drop it in the trash and have 
done with it. Your call. 

geoPaint. A full-featured, 
color graphics workshop at 
your fingertips. The pointer 
operates any one of the 
fourteen graphic tools and 
shapes in the drawing menu. 
Create masterpieces on the Drawing 
Window. By turns, use a pencil, an airbrush 
or a paint brush, each with a character all its 
own. Draw straight lines, squares, rectang- 
les or circles. Fill in with any of the 32 
patterns. Switch to pixel-mode, where each 
dot in a selected section is magnified many 
times its size for easy manipulation. 




own two Machines. 

personal computer GEOS " unlocks. 




Second thoughts? Erase what you don't 
want. Or "UNDO" your last act. (If only life 
could imitate art!) 

Add text if you like, in different fonts, styles 
or point sizes. Even change its position or 
layout at will. 

Move or copy any part of your creation. 
Once done, you can include your artwork in 
another document — a letter home perhaps, 
(Won't Mother be pleased?) GEOS makes 
it easy. 
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geoWrlte. An easy to use, 
"what you see is what you 
get" word processor. Create 
documents. Insert, copy, 
move or delete text as you 
wish. Choose from 5 different 
fonts in many different styles and point 
sizes. Preview your page exactly as it will 




appear off the printer. Typists will appreciate 
tabs, word-wrap and page breaks. 

Documents may contain up to 64 pages. 
What's more, you can move to any page 
instantly. If you like, you can cut selected 
text from one section and move or copy it to 
another. Add graphics from geoPaint. 
It's a cinch. 
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Desk Accessories. Handy 
programs you can use while 
in any GEOS application. 
These include an alarm 
clock, a notepad for 
reminders, a four-function 
calculator, and photo and text albums which 
store pictures and phrases you may then 
paste into applications. The Preference 
Manager even lets you establish parameters 
for everything from mouse speed to the 
date and time — even background color. 
Civilized options, every one. 

B E~ „— |j||jil|M| L E ]y 

Soft||>rks 

GEOS, A Whole New World 
for the C-64. 

$59.95 TO ORDER: 800-443-0100 x234 

GEOS DisKeCTe mdudes deskTop. diskTurbo, geoPaant, gedd^a And dssk 
Accessohes S59.9S. 

CA resadonis ad'd6,5% \ax. (W.50 U&7.50 Foreign shippng and harxUing.) 
US Funds only. B SWOrdeF Process ng. PO Box 57135, Haywafd, CA 94545 
Commodore 64 and C-54 arp Itadomarh^ of Commcxfore EloctronicSn Ltd. GEOS, 
dosicTop, gooPamt. gecWfrHo, dlskTurbo and BErkelay Soltwoiks nro |rndDm,irks ot 
Berkeley SofEworks, 
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The Dam 
Busters 



Computer: Commodore 64 
Publisher: AccuUulc 

20863 Stcvtns Creek 

HoulcvLird 

Cupertino, CA 95014 
Medium: Disk 
Price: 52995 



Wc 



c've all seen the trend of turniny 
successful movies into computer 
(»amcs. But the movie "The Dam Bust- 
ers" is over 50 years old. The event 
upon which tlic movie was based is 
even older, having occurred on May 
16, 1943- Whcj of the gaming genera- 
tion has ever heard of it? In this case, 
it doesn't matter. 

I remember the movie, if not the 
raid itself, and I was surprised at the 
accuracy of the game. The mission in 
the movie was to destroy three power 
dams in tbe Ruhr valley of Germany, 
to not only cripple that country's ca- 
pacit)' for generating hydroelectric 
power, but flood the valley as well. 

To accomplish this, a new method 
of bombing had to be developed. As- 
suming that a rain of conventional 
bombs did strike the relatively small 
target, they would damage only the 
top of the dam. But, like an iceberg, 
most of a dam is underwater, so if a 
bomb could be made to contact the 
dam underwater, then explode, hy- 
drostatic pressure would add to the 
power of the bomb and destroy the 
dam. 

In the first phase of The Dam Blist- 
ers, you practice this technique. As 
the pilot, you must attain a .speed of 
no more and no less than 232 mph as 
you approach the dam from upriver at 
an altitude of precisely 60 feet. As the 
bomb specialist, you arc responsible 
for attaining the correct altitude. 
Then, as the bombardier, you watch 
the dam grow in your siglits. At the 
moment when you are exactly HOO 
yards from the dam, release the 
bomb. 

After a brief wait for disk access, 
you view the plane dropping the 
bomb. Tlie bomb skips across the wa- 
ter to avoid torpedo nets (thus the 



mission is to 
destroy three 
power dams 
in tbe Ruhr 
Valley of 
Germany, to 
not only 
cripple that 
country's 
capacity for 
generating 
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electric 
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well I 




need for all that precision ) and, if ev- 
erything is exactly right, the dam is 
destroyed. If not, you are told why. 
But unlike Wing (ionmiander Guy 
Gibson and his crew, you may go 
back and try again. 

In the second section of The Datn 
Busters, the opposition that doesn't 
exist in the practice run is present: 
searchlights, anti-aircraft fire, barrage 
balloons and MH-110 ni^it fighters. 
You are the pilot keeping your craft 
flying; the navigator keeping the cralt 
on course; the nose gunner and the 
tail gunner shooting at searchlights, 
barrage balloons and MK-llO's; and 
the engineer extinguishing engine 
fires and keeping tbe airplane aloft. 
You switch from one position to an- 
other by the numeric keys: one for 
pilot; two for nose gunner; three for 
tail gunner, and so forth. At the bot- 
tom of "the screen, a tiny window may 
flash, telling you of an area needing 
immediate attention. 



Because of clever uses of RAM, 
switching from one position to an- 
other is immediate and, although 
there may be times when you won't 
believe it, it is possible to survive this 
rim. However, should you not sur- 
vive, a "score card" will inform you of 
the number of hazards faced, the 
number handled correctly, the reason 
for your demise, and your rank. 

In the third and last segment, the 
entire mission comes together. Here, 
you take off from Scamp ton Field in 
England. During takeoff, the burden 
of work is upon the pilot and the 
flight engineer. Then, as navigator, 
you must consult the map and set a 
course for the Ruhr Valley. Once 
across the Hnglish Cihannel, you'll 
come under fire, ;ind if you survive, 
you'll reach the valley where you 
must line the airplane up for the 
bombing run. You'll have your hands 
full. 

CimliiitH'd (Ml l)g. 120 
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THE MISSING LINK! 

From magazine... to diskette... to disl< drive 

Without LOADSTAR you are probably not getting the full benefit from the magazine that you 
are reading at this moment. Tell the truth now.... Have you typed in all the program listings? 
Of course not. Your time is worth much more than that. On the other hand, it is a shame 
to miss out on all the rich treasures that are available to you. The solution is LOADSTAR.... 
LOADSTAR is published monthly on a double-sided diskette. It contains the programs 
from Commodore's own magazines with lots more.... There are bonus programs, tutorials, 
articles, subscriber feedback, reviews, and music. 



FOR 



VISA' 



MasterCard 



CALL TOLL-FREE 1 (800) 831-2694 



In Louisiana call (318) 868-7247 



8-5 CENTRAL TIME 



If Loadstar fails to meet your expectations in any way, 
you can return the disk for a full refund. 



"If you can afford only one disk service, 
make it Loadstar. If you can afford 
more than one, make sure Loadstar is 
one of Ihem. You'll soon wonder wfiy 
you bothered witli the others!" 

Stephen S. Leven, Sepl./Oct. Commodore Microcomputers, 

page 32 



to order by mail 
send to: 

LOADSTAR 

P.O Box 30007 
ShtGvopott. LA 

71130-OOOr 



r ; S9.95 for Ihe current LOADSTAR disk companion to Power Play 
. S9.95 (or Iha curtenl LOADSTAR disk companion to Commodore 
OR Microcomputers 
I S39.95 (or the next 6 issues ot LOADSTAR. 
$69,95 (or the next 12 issues o( LOADSTAR. 
Namo . ^ ^ — 



.Address _ 



City/StatO- 
Vlsa/MC* - 



.Zip_ 



-exp.dl.. 



These rates also apply to Canada and Mexico 



Wrile lor overseas rates 
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Norway 1985 

Computer: (lomnitKlorc 6 i 
Publisher: Strategic Simulations 

1046 North Reiigstorff 

A^■cnuc 

Mountain View, CA 

94043 
Medium: Disk 
Price: S 34.95 

1 \ orway 1985 is a war of "what if s." 
Vtliat if Russia in\adctJ Norw'ay and 
NATO counterattacked? What if the 
conflict would be conluicd to con- 
ventional warfare (no nuclear weap- 
ons), and you were commander of the 
NATO forces? What if you had tofiglit 
the war in the uncompromising envi- 
ronment of a Norwegian winter? 
What would happen? Norway 1^85 
gives you a chance to find out. 

If you enjoy complex strategy 
games, you'll delight in the many op- 
tions and variables olfered in this 
game. Individual militar)' units can be 
instructed to move, attack, retreat, 
hide and fire either live ammunition 
or smoke canisters. Units can also call 
in air strikes and artillerj' support. 

When commanding the NATO 
forces, your only chance for victon' is 
careful planning and masterful han- 
dlitig of your troops, Before you dash 
into battle, study the placement of 
enemy troops and terrain. Since the 
Russian army is stronger than the 
NATO forces, you should wage a hit- 
and-run war. In other words, isolate 
Russian troops, overwhelm them with 
local troop superiority, then fade into 
the rugged, snow co^'ered wastelands 
of Norway. Winter, in past wars, has 
always been the ally of the Russian 
armies. In Norway 1985. the hinges of 
success swing on the NATO com- 
mander's ability' to turn that table and 
make the blowing snow an ally. 

Battle is probable each time oppos- 
ing units are sighted. The only sure 
way to win a battle is to overpower 
the opponent. If you can sucker an 
individual unit into an exposed posi- 
tion and attack, there is a good 
chance of destroying it. llie trick is 
not to expose yourself to similar 
treatment. A perfect strategy- is to 
coax a Russian unit into chasing you 
across one of Norway's frozen lakes, 



Norway 

1985 is 

for the 

seasoned 

war- 

gatner 

looking 

for new 

territory 

to 

conquer. 




then blast it with mortar tire. 'Ilie ice 
will break and the unit will sink into 
the icy water. Again, be careful not to 
be caught in your own trap. 

Careful use of terrain is important. 
Mountains, while costly to travel 
ihrougli, are good positions to not 
only launch attacks from but to de- 
fend. Wooded are:is will conceal your 
troops and make it easier to set a trap. 
Roads are gre;it for fast movement, 
but increase the probability of being 
spotted by enemy troops. 

Nonvay 1985 is the fourth in Stra- 
tegic Simulations' "When SupeqTOVv- 
ers Collide" series. If you have played 
any of the others in that series {Ger- 
many 1985. RDf 1985 or liallic 



1985), you're ready for this game. If 
not, be prepared to spend some time 
mastering the game's controls. The 
complexity of this game will intimi- 
date most first- time wargamers. 

There are important factors to con- 
sider before rushing into battle, such 
as terrain, movement points, strength, 
artillery range, air support, mode of 
travel, and combat effectiveness. 
Troops also react ditferently in niglit 
and day hours. To make mastering the 
game easier, Norway 1985 offers 
three levels of play: novice, interme- 
diate and expert. 'liicre are three play 
options as weU: human against com- 
puter, hiuTian against human, and 
Cimliiiiifdon PH. 120 
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Tts SnrnpLisr Ecnh Hiiii^ 

Your Best Source for Books on the Commodore ComputersI 




COMMODORE 64 
=EXPANSIONs 




iNTIRIACING rROJECTS 

COMMODORE 
COMPUTERS 





Push Your Commodore to New Heights 
TAKE 3 BOOKS for Only $1.95 

• Play fascinating arcade gamesi • Develop new programming skills! 

• Organize your finances! • Create original musical tones! 

• f^laster word processing! • Experiment with sophisticated sprite graphics! 

• Get more from your Commodore than you ever thought possible! 



With this exclusive 3-volume Computer Library at 
your side, you'll be armed to explore, experiment, and 
experience everything your Commodore has to offer. 
You'll find tips and tricks not included in ordinary user's 
nnanuals. Plus scores of ready-to-use programs that 
cover every conceivable application you have in mind- 
family, fun, education, personal finances, business 
management, even use your Commodore to forecast the 
weather! 

Included in this 3-votume library is everything you 
need to progress from a complete novice to a capable 
and creative progrannmer. Step-by-step instructions. 
Show-how illustrations. Flowcharts. Complete program 



Plus FREE for Joining 



listings. Everything you need to get maximum per- 
formance. 

And now, you can receive this exclusive 3-volume 
Computer Library (worth $59.85) for just $1 .95 when you 
join The Computer Book Club*. 

Superior Performance, Practical Price! 

As a member of The Computer Book Club® , you'fl 
get even more performance from your Commodore. 
You'll be able to keep up with the very latest computer 
technology, programming techniques, and business ap- 
plications . . . right in the convenience of your own home. 
Best of all, you save from 20% to 75% on every book 
you select! 

Free Guide to 
BASIC Statements 
& Commands 



Join The Computer Book Club® now, and the BASIC Statements & Commands Guide 
is yours absolutely free. Keep this handy reference next to your Commodore for easy 
access any time you need answers fast! 



7 very good reasons to join 
The Computer Book Club® 

• Big Savings. Save 20% to 75% on books sure to increase 
your computer know-how 

• No-Rlsk Guarantee. All books returnable within 10 days 
without obligation 

• Club News Bullettn. Alt about current selections— mains, 
alternates, extras— plus bonus offers. Comes 13 times a year 
with hundreds of up-to-the-minute titles you can pick (rom 

• "Automatic Order." Do nothing, and the Main selection 
will be shipped automaticallyl But ... if you want an Alter- 
nate selection— or no books at all— we'll follow the instruc- 
tions you give on the reply form provided with every News 
Bulletin 

• Bonus Books. Immediately get a Dividend Certificate with 
every book purchased and qualify for big discounts of 60% 
to 80% 

• Extra Bonuses. Take advantage of added-value promo- 
tions, plus special discounts on software, games, and more 

• Exceplkinat Quality. All books are first-rale publisher's edi- 
tions selected by our Editorial Board and filled with useful, 
up-to-the-minute information isee The computor Book ciub' 





P.O. Box SO, Blue Flldge Summit, PA 17214 



Plaase accept my membership in The Corrputer Book Club' and send me the 
3-Volume Compjter Ubrary, ;0) Programming Surprises & Tricks For your Com- 
modore 64™ Computer (1951 P), Commodore 64™ Expar)sion Guide (1961 H), and 
Practical Inlerlacing Projects with the Commodore Computers (1983H), billing ms 
$1 .95 plus shipping and handling charges. If not satisfied, I may return the Library 
within ten days without obligation and have my membership canceled. I agroo to 
purchase 3 or more books at regular Club prices (plus shipping/handling) during 
the next 12 months, and may resign any tims thereafter. 

Name 

Address 

City - . .. . _ 

statH __Zip P hone . 



Valid tor new mflmtjers only. Fore^n opplreants will receive special of<fering ins! ructions. Cenadn ■ 
must remit In U.S. currency. This ortJflr 9ub}ecl lo acceptance by The Cormpulsr Book Club* ■ 
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Buyer's Guide to Music Software 



R1-V[EVVED [)Y 
DAVID ]{. HIIOOKS 



Musical Grab 
Bag 

for the 
Commodore 64 



Xt's ;i jiirigk' out there in tlic music 
softwiirt- market, l-iirge, well iHiiiiieed 
compunicN liave plcnt>' of money to 
promote their products with full-col- 
or ads in all the computer maj^azines. 
Smaller companies settle for incon- 
spicuous ads in the hack, and ho]ic for 
the :tttention of an intcrestetl maga- 
zine editor. Sometimes they yet it — 
which is how I received this mixed 
bag of programs to review. 

Euphony and Allegro 

Tlie.se mu.sic transcribing programs 
convert music into instructions for 
the Sound huerfacc Device (SID). In 
most other transcribing [programs, 
conventional musical notation is 
used. Euphony -intX Allegro are differ- 
ent, however, since each has its own 
musical "language" that doesn't rely at 
all on conventional notation. 

There is a good reason for using 
unconventional languages, because a 
user has control over many param- 
eters when programming the SID 
chip that aren't considerations in con- 
ventional music. One w:iy to write a 
music program is to merely duplicate 
conventional music, and acconmio- 
date the additional capabilities of the 
SID within a conventional framework. 
However, doing this tends to rein- 
force the traditional ideas about how 
music should be structured. 

Instead, luiphoiiy and Alli'}>r() cre- 
ate new environments built around 
the specific capabilities of electronic 
instruments, This could mean that the 
various functions of the SID might be- 
come notationally equivalent. That is, 
the command for "play a D" could 
have the same kind of syntax as the 
instruction for "turn on a filter." At 
worst, this kind of notation can be 
obscure, but at best, it fosters new 
ways of thinking about music imd its 
notation. 

Both Euphony and Allegro build 
their musical sequences in response 
to typed commands like VI for "voice 




These relatively 
obscure music 
programs offer some 
unique and 
interesting music 
capabilities for your 
Commodore 64. 



1" or A for "play an A." The languages 
do have some similarities. Hiiphony 
incorporates commands into a BASIC 
program that consists entirely of RHM 
Statements tollt>wed by musical infor- 
mation. This way the musical se- 
quences can be edited and saved as 
BASIC programs, and can be compiled 
into machine-language files to be 
played througli tbe SID chip. (Com- 
piled music files can be very compact: 
one of the demonstrations on tbe Eu- 
phony tlisk is Beetbt>ven's entire 
"Waldstein" piano sonata! 

Altegn) music commands are orga- 
nized into "screens," each occupying 
one screen display on your computer. 
Bi)tb Euphony and Allegro have full- 
screen editing. 

Euphony supports four voices, atid 
the fourth one consists of SID volume 
commands that allow rapid dynamic 
changes while a piece is playing. 
However, except for this feature. Eu- 
phony is limiting, because virtually 



none of the SID's more interesting 
programmable capabilities can be 
used. For example, there is no provi- 
sion for filtering, voice .syne, or ring 
modulation. ( Ed. Note: See "Euphony 
Update." ) 

If you're interested in an uncon- 
ventional approach to music notation, 
I recommend Allegro. It's an ambi- 
tious program that gives full control 
over almost all the SID's functions. (I 
say "almost" only because no pro- 
gram I'm aware of provides full cre- 
ative control over the SID frequency 
registers. ) lliis program isn't Ibr the 
casual user, because there is a lot of 
notation to learn. So if your interest is 
limited to transcriptions of conven- 
tional music, you will find other pro- 
grams nuich easier to use. t)n tbe oth- 
er hand, if you have a serious interest 
in applying the capabilities of the SID 
chip to .sound cifccts and less tradi- 
tional music, then Allegro is a serious 
attempt to give you the tools you 
need. 

Allegro music files can be copied 
and played by others (with the aid of 
an auxiliary program that is not copy 
protected) without the use of the Al- 
legro program itself. This encourages 
the exchange of musical ideas while 
giving the program's authors the pro- 
tection they deserve. 

Cantus 

Cant us serves a much different 
fimction from traditional music pro- 
grams, because it invents its own mu- 
sic according to a set of user-pro- 
grammable compositional rules. One 
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Euphony Update 

At the time that David Brooks 
wrote this article, liuphony w;i.s a 
very new product. Since th;u time, 
according to Jim Ilaymond, Presi- 
dent of TCO Software, a number of 
features have been added to the 
program, llicse include: 

• (iraphics display showing a mu- 
sic staff and a keyboard, with 
notes that change color as they 
arc played. 

• Ability to accompany music 
with words. 

• Commands for playing any por- 
tion of a piece of music, so you 
don't have to play the whole 
piece in order to debug one 
section. 

• Ability to pinpoint timing errors. 

• Use of just one symbol to repeat 
sequences of music. 

• Complete control of the SID 
chip's filter parameters. 

An enhanced version, Euphony +, 
also lias the ability to print out 
musical scores. 



of the authors, Michael Riesman, is a 
composer and performer with the 
Philip Class Ensemble. Glass' music is 
full of repeating patterns evolving in 
ways that seem orderly, but at the 
same time are surprising — as though 
they were following a mysterious 
program of their own. If you've ever 
wondered how (or if) you can make 
music just by following rules, here is a 
perfect place to start. 

Basically, you control the iiiusic by 
proscribing certain harnioiiic pat- 
terns and by specifv'ing the probabil- 
ities of certain musical events, such as 
the duration of notes or the appear- 
ance of certain tones in a musical 
scale. To the extent that musical 
"style" is ba.scd on such restrictions, 
this program can produce music with 
a quality that's recognizable as jazz, 
twelve-tone music, or whatever. 

nie Cantus program disk contains 
several dozen sample settings of the 
harmony and probability tables. How- 
ever, despite the imposition of a num- 
ber of rcstrictii>ns on the musical 
style, the results are lacking in struc- 
ture, 'lliat is, there is no beginning, no 
development, no end, no sense of 
phrasing or motitm toward any goal. 

I found the "sound effect.s" settings 



to be more interesting. Sonic of them 
arc quite soothing, similar to "envi- 
ronmental" recordings of surf or rain. 

It isn't a criticism of Oiiiliis to call 
its music boring, t would rather think 
of this program as a stimulus that gets 
you thinking about what's required to 
prevent the quantifiable components 
of music from being boring. This, 
after all, is at the root of music com- 
position. If you like to think of your- 
self as a composer, first listen to Cent- 
tiis. If you can't improve on its music, 
think again about what you should be 
doing with your life! 

Because of the harmonic limita- 
tions of a three-voice synthesizer like 
the SID, 1 can't help but wish that a 
version of this progrram will he de- 
veloped for more musically sophisti- 
cated software with four or more 
voices and, perhaps, an "expert sys- 
tem" approach to compositional 
Structure, (fhe Amiga comes imme- 
diately to mind.) Still, this is an origi- 
nal and very innovative program that 
belongs in the library of every com- 
puter musician. 

Chord-Power 

C/jonl-Poiivr provides another in- 
teresting use of the SID chip. It's sim- 
ply a compendium of guitar chords 
that can be displaced on a graphic 
guitar fret board. As the linger posi- 
tions arc displayed, the notes sound. 
It is simple and effective. There are 
more than 8,000 chords, so you won't 
run out of possibilities any time soon. 
It docs seem that the fret board is 
displayed backward on the screen, 
with the nut end to the right, bin this 
is a minor criticism of what has to be 
one of the more original gift ideas for 
your guitar-playing, computer-loving 
friends. 

Voice Master 

Voice .Master is a voice recognition 
and synthesis device (sec review in 
Marcti/April 1985 Commodore Mi- 
crocomputers). It consists of a micro- 
phone and electronics that are con- 
nected to one of the 6-i's joystick 
ports. \'UT voice recognition, you can 
"train" Voice Master to recognize up 
to 6'i spoken words. The program 
analyzes the frequency content of 
sounds and tlien stores tliat set of pa- 
rameters. 

(;ompared to speech, musical 



pitches are relatively easy to analyze, 
so the music software included with 
Voice Master is essentially a freebie. 
When you hum, whistle, or play an 
instrument into the microphone. 
Voice Master isolates the fundamental 
frequency and instructs the SID chip 
to play along with you. You can alter 
the sound of the play-along voice, and 
it can play at any selected interval 
relative to your voice, not only in iini- 
sion. 

'Hiere's also a music composing 
utilit>' included with the package. Just 
hum, whistle, or play a melody line, 
and Voice Master prints out a score 
on the screen as you go. Singing at the 
proper pitch is harder than it seems if 
you haven't had a lot of practice, so 
Voice Master has kindly provided an 
editor to clean things up a bit before 
you save the melody. You can't how- 
ever, build polyphonic compositions 
with this program. • 

I'm not sure you would want to buy 
Voice Master just for the music soft- 
ware, because it certainly isn't intend- 
ed to take the place of full-featured 
music programs. But as part of a rath- 
er sophisticated package, this pro- 
gram is yet anotlicr innovative use of 
the 64's sou ml capabilities. 

'I1ie,sc relatively obscure programs 
offer some unique and interesting 
music capabilities. 'Iliey deserve your 
attention, even if their ;ids aren't very 
big! All programs were written for the 
64 and are compatible with the 128 
in 64 mode. 



Allegro 

Artworx 

150 North Main Street 

Fairport, NY 1 4450 

Cantus 

Algo-Khylhm Software 

176 Mincola Boulevard 

Mincola, >n' I 1501 

Euphony 

TC:0 Software 

P.O. Box 8 1 504 

Fairbanks, AK 99708 

Chord-Power 

New Arts 

P.O. Box 2700 

Huntington Beach, CA 92647 

Voice Master 

Covox 

675D Conger Street 

Eugene, OR 97402 
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HOWK 

TO A HIGHER 



THE COMMODORE 128. 

The first step is buying the 
Commodore 128™ Personal Com- 
puter. The smartest computer 
available for the price. It's like get- 
ting three computers for less than 
one usually costs, because the 
128 operates in three separate 
modes. You con run sophisticated 
CP/M® business software and the 
new programs written for the 128. 
Plus over 3,000 Commodore 64® 
programs. You stort out with 
more software and real life uses 
than most machines give you 
after years on the market. 




THE COMMODORE 128 
WORKS FASTER. 

To run all that software and run it 
faster, you'll wont the 1571 DisK 
Drive. You can't find a foster drive 
at the price. It transfers nearly 
1,000 words a second (5200 cps), 
so you con load most programs 
instantly And you'll save space as 
well as time because the 1571 
holds up to 410K of data, the equi- 
valent of 200 typewritten pages. 
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THE COMMODORE 128 
GETS SMARTER. 

Now try improving your memory. 
Plug in our 1750 RAM Expansion 
Module and your 128 moves up 
to a powerful 512K. That's enough 
to handle just about anything you 
con dish out, from complicated 
business forecasting to giant data 
bases, in fact our expansion mod- 
ule will be the only memon/ you'll 
need for many years to come. 



iSCP/M is a registered trademark of Digital ReseOTCti, Inc. © 19B5, Commodore Electronics limited 



EVOIVE 
NTELLIGENCE. 




THE COMMODORE 128 
LEARNS TO COMMUNICATE. 

There's no real intelligence without 
the abilify to communicate. So 

you'll want our 1670 Modem/ 1200. 
Just plug in yourfelepiionejacl^ 
and the modem automatically 
answers, dials and selects the 
appropriate mode, it puts you in 
toucii with a new world of siiop- 
plng, banking, communications 
and information over your tele- 
phone line. And it operates at a 
lightning-fast 1200 baud to save 
on your telephone bill. 




THE COMMODORE 128 
LEARNS TO WRITE. 

Lool^ing good in print could be 
your next move with tiie MPS 1000 
Printer. It's a new dot matrix 
printer designed to moke the most 
of the 128's higti-resolution graph- 
ics because sometimes pictures 
speak louder than words. But ifs 
no sloucti when it comes to words, 
Ttie MPS turns out about 1200 
words minute [100 cps) of draft- 
quality printing, orgives you near- 
letter-quality printing at nearly 
240wordsa minute (20 cps]. And 
you can ciioose printing styles, 
use international characters, even 
moke up your own symbols. 



THE COMMODORE 128 
IMPROVES YOUR VISION. 

Brains aren't enough without good 
looks, so improve your vision with 
Commodore's new 1902 RGB Color 

Monitor, The higti-resolution 
screen gives you a stiarper image 
and better color than your stond- 
ard TV, so you can really appre- 
ciate the 128's great graphics. 
And the 80-column display lets you 
see more of what you're doing 
while you're doing if 



All these evolutionary steps ahead won'f set you back when it comes 

to paying for them. Additions to your Commodore 128 are 

available at a store near you and are as affordable as the 128 itself, 

we think that's a smart way to help you build a computer system. 

COMMODORE 128f PERSONAL COMPUTER 

A Higher Intelligence 
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Dreadnoughts 

Computer; Commodore 64 

Publisher: Avalon Hill 

Microcomputer Games 
4517 Harford Road 
Baltimore, MD 21214 

Medium: Disk 

Price: S30.00 



X he hunt for the Bismarck was a 

classic situation of cat and mouse. Un- 
der the cover of heavy fog, the Bis- 
marck slipped out of her berth in 
Norway during the night of May 21, 
1941, accompanied by the heavy 
cruiser Prinz Eugen. llieir obj'eciivc: 
raid and disrupt Allied shipping in the 
North Atlantic. Two days later, a Brit- 
ish cruiser sighted the two ships in 
the Denmark Strait west of Iceland, 
but they escaped after a brief battle 
which cost the British the battle- 
cruiser I lood. A flying-boat, however, 
spotted the Bismarck again, now 
steaming alone, on May 26. Tlic Royal 
Navy battleships King George V and 
Rodney finally cornered the Bismarck 
the following day and reduced her to 
a llouting hulk within 90 minutes. 
Two torpedos finished the great war- 
ship. 

Dreadnoughts covers the week- 
long chase of the Bismarck, as well as 
tactical naval combat in the North At- 
lantic through the early years of 
World War 11. In the solitaire Bis- 
marck scenario, only one role is open 
to the phn-er^that of the hunted: the 
captain of the Bismarck. Dread- 
noughts also includes a two-player 
tactical game in which the players 
create task forces and then match 
them. 

Tile hunt for the Bismarck requires 
strategy, and uses- a variety of screen 
displays. The main display features a 
high-resolution map of the North At- 
lantic, depicting the land masses and 
coastlines in the area, plus the British 
convoy lanes and the route the Bis- 
marck has followed thus far in the 
game. Oddly enougli, the Bismarck's 
path appears in the same shade of 
green as the pieces of land. While this 
has no effect on play, in terms of aes- 
thetics, it can be a bit disconcerting 
to see the coast of Norway sprout 
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You are the commander 
of the World Warn 
German battleship. Your 
early success or failure 
in eluding the unseen 
British ships will 
determine the course of 
the remainder of the 
game. 



what looks like a twisted antenna as 
the Bismarck heads further out into 
the Atlantic, 

The turns are hourly and pass in 
semi-real time, meaning that the game 
clock ticks along until you choose to 
stop it and enter new orders. As cap- 
tain of the Bismarck, you direct the 
battleship's course and speed. You 
can also launch search planes or 
choose to patrol an area for a certain 
number of hours, which is useful 
when you are looking for et>nvoys. 
Victory depends on how much dam- 
age you can wreak on the Hoyal Navy 
and England's precious convoys. 'ITie 
game ends when the Bismarck meets 
a watery death or manages to return 
to port. 

Should the Bismarck and Prinz 
Eugen enter into visual range of any 
part of the Royal Navy, then you have 



the option to switch to the Battle Pro- 
gram. Additionally, when British bat- 
tleships make visual contact with the 
Germans, the game automatically 
shifts into the Battle Program (i.e., the 
British attack). Turns now represent 
four minutes apiece, and the screen 
presents a tactical display map show- 
ing the location of the German and 
British ships. 

liach turn, you enter maneuver or- 
ders for the Bismarck and Prinz Eugen 
and assign targets to their primary 
and secondary guns. The computer 
then executes the (ierman and British 
maneuver commands and determines 
the results of gunfire. D;unage de- 
pends on the speed and armor of the 
target, the size of the firing guns, and 
other factors, llie .screen displays the 
effects of each hit on a cleverly ar- 
ranged damage chart for the target, 
which reveals at a glance the amount 
of punishment the ship has sustained. 
A ship sinks when it has incurred 
enough hits to reduce its hull status 
to zero. Hits can also destroy primary 
and secondan* guns, as well as reduce 
some of the ship's capabilities, such as 
radar or maximum speed. It is even 
possible to sink a ship with a single 
salvo if a shell penetrates one of the 
powder magazines, as actually hap- 
pened with the Hood. 'Ilie Battle Pro- 
gram ends and returns to the Strategic 
Phase once no opposing ships remain 
in visual range. 

Tlie two-player tactical game plays 
identical to the Battle Program, ex- 
cept that the players select the com- 
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position of their squadrons and set 
the range at which the engagement 
begins. Players have a roster of ten 
German and 54 I'rench, British, and 
American ships to choose from, 
which allows some interesting his- 
torical and imaginary situations to be 
explored. One of the more intriguing 
"what-if ' niatch-ups would have been 
if the Bismarck has sortied with her 
sister ship Tirpitz and met a squadron 
of British battleships and battle- 
cruisers. Unfortunately, however, 
there is no solitaire option in this part 
of the game. 

The blurb on the back of the game 
box rates Dreadnoughts a seven on u 
complexity- scale of one to ten (ten 
being the highest), but this seems 
overstated. The well-illustrated in- 
struction manual contains only three 
and a half pages of actual rules, and 
learning to play the game takes about 
30 minutes or less. The rules, howev- 
er, purposefully do not explain all of 
the program's nuances and some un- 
pleasant surprises await the Bismarck 
and Prinz Eugen in the North Atlantic. 

Dreadnoughts also contains some 
nice touches that add a dose of histo- 
ry to the game. For instance, when 
search planes launched by the Bis- 
marck become lost, you have the op- 
tion to break radio silence and guide 
them home, althougli this also holds 
the risk of cluing in the British to your 
location, too. 

Playing the solitaire Bismarck sce- 
nario is like walking down a busy 
street wewing earplugs and a blind- 
fold — you know there is a lot of activ- 
ity going on aroimd you, but you have 
no idea exactly what. Tlic first 24 
hours are invariably the most inter- 
esting, as your early success or failure 
in eluding the unseen British ships 
will determine the course of the re- 
mainder of the game. To win, the Bis- 
marck needs to pass undetected into 
the convoy lanes and sink a minimum 
of one convoy. A southwesterly 
course offers the most direct route 
from the German battleship's berth in 
Norway to the convoy lanes, but play- 
ers who try this direction will swiftly 
learn the one cardinal rule of Drctui- 
noughts: The shortest path between 
two points is not necessarily the best. 

Historically, the Bismarck made an 
end run around the west coast of Ice- 
land, and experience shows that this 



Dreadnoughts cotjers the 
iveek-long chase of the 
Bismarck, as well as 
tactical naval combat in 
the North Atlantic 
through the early years 
of World War U. 

course presents probably the best 
possibility of escaping early detec- 
tion. A dash between Iceland and En- 
gland Is a worthwhile alternative, but 
.should only be attempted under the 
cover of night. Should the Bismarck 
be found, she can usually .survive one 
encounter with the British battle- 
ships, but the damage likely to be in- 
curred will make a second meeting 
fatal. In that case, after beating off the 
first British attack, the Bismarck 
should abandon any thoughts of raid- 
ing commerce and instead steam for 
the nearest friendly port. If the Bis- 
marck survives, at least a marginal 
victor)' might still be salvaged. 

While Drvaclnoughts manages to 
cover most of the important aspects 
of its subject, certain simplillcations 
reduce the realism and accuracy of 
the game. For example, althoiigti the 
Bismarck and Prinz Eugen parted 
company several days :ifter leaving 
Norway, in Dreadnoughts the two 
must still be kept together. Further- 
more, in the Battle Program, light 
cruisers and destroyers do not have 
the ability to fire torpedo s, which de- 
prives these ships of their most lethal 
weapon and makes them little better 
than floating targets. 

Convoys also do not behave in a 
very realistic fashion. When caught by 
the Bismarck, the destroyer escorts, 
apparently graduates of the Bob I lope 
school of valor, will immediately use 
their superior speed to flee the scene. 
Of course, since the destroyers have 
no torpedos and cannot generate 
smoke, their presence would make 
little difference an^Tvay, 

The merchant ships, in turn, are 
represented on the tactical map dis- 
play by a single master-convoy mark- 
er. This means that the individual 
ships cannot disperse, and must con- 



tinue to sail alone in tight formation 
like eggs in a carton waiting to be 
smashed. Altogether, this results in 
convoys being too easy to sink in far 
too little time. Even the larger con- 
voys can typically be dispatched in 
under two hours. In contrast, when 
tlie Gneisenau and Scharnliorst at- 
tacked a North Atlantic convoy in 
March 1941, it took the German batt- 
lec misers two days to sink 16 vessels. 

Tlie compromises with bistory can 
be forgiven, hut Dreadnoughts also 
falls guilty of another crime for a 
computer game — too much dead 
time. 'live chief offender is the se- 
quence that occurs whenever a Brit- 
ish ship comes within radar range of 
the Bismarck and the computer pro- 
vides a radar/visual display. All of the 
other displays used in the game ap- 
pear on the screen almost instanta- 
neously, except for this one, which 
takes about 20 seconds to print out. 
By the time the computer sliffis back 
to the strategic map display and the 
Bismarck begins moving again, an- 
other 20 or so seconds will have 
elapsed. Moreover, when British 
cruisers follow the Bismarck, the 
computer tends to interrupt move- 
ment automatically every turn to 
print an update of the display. 

What compounds this problem is 
that once the Bismarck has been spot- 
ted, there are very few game deci- 
sions to make. Changing course or 
speed will not help the Bismarck es- 
cape the radar-equipped cruisers. 
Tr^'ing to sink the cruisers in battle 
will not work either because of their 
speed and unwillingness to fight. Tlie 
only option that remains is for the 
Bismarck to continue steaming to- 
wards whatever her objective might 
be while waiting for the probable ap- 
pearance of the heavier elements of 
the Royal Navy. Thus, the pace of the 
game slows down to a crawl at exact- 
ly the point where you as the player 
have the least to do or think about. 

Even with the constant pauses, 
most games will last only between 
one to two and a half hours, depend- 
ing on how soon (if ever) the Bis- 
marck is found. For players blessed 
with patience, Dreadnoughts should 
provide enough action and drama to 
offset the numbing effect of the per- 
iods spent staring at the screen and 
waiting for the computer. Q 
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\^1zardofId's 
WizMathand 
WLzType 

Computer: Clommodorc 64 

Publisher: Sierra On-Lino 
P.O. Hqx 485 
Coarscgold, CA 93614 

Medium: Disk 

Price: S24,95 each 

A^evclopcrs of educational software 
face a dilemma. If a program emplia- 
sizes acadcinia uio strongly, cliildrcn 
will avoid it. Hnt if tiiey try to pnt too 
much fun in the game, the teaching 
value can be lost. Happily, Wizard of 
Id's WizMatb and WizType are a fine 
mixture of both. Tliey are programs 
that arc both educational and fun, fea- 
turing the characters from the Wizard 
of Id comic strip to balance fun and 
learning. 

WiZiMath 

First the child is asked to enter his 
or her name and age. llie program 
uses this information to keep track of 
each player's personal statistics. Kach 
lime the child plays WizMatb, his or 
her previous progress is displayed in 
bar form, and the statistics are auto- 
matically updated on the game disk 
after each round of play. 

The age information is used to set 
the skill level. The older the user, the 
harder the lesson. From one to six 
players can compete at the same time, 
and because the skill level is deter- 
mined by age. a 30 year-old parent 
can compete with a 10 year-old with- 
out unfair advantage. Althougli the 
program is designed for users eight 
and older, younger children with par- 
ent .supervision can understand and 
benefit from the lower skill levels of 
WizMatb. 

As WizMatb begins. Spook is 
locked deep in a dungeon made of 
large blocks. By moving a loose block 
in his cell, Spot)k can escape into the 
14 different levels above. When he 
enters a room, he sees several blocks 
with numbers or math symbols on 
them. He must move the blocks using 
cither keyboard or joystick until they 



Because WizMath and 

WizType disguise 

teaching so cleverly 

tvith sound and 

actio7% children never 

suspect that they are 

being educated 
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form a true equation or complete one 
already present. When lie successfijlly 

does this, the door on the right of the 
room will open so he can explore 
more of the dungeon. 

As the child explores the upper lev- 
els of WizMatb, jailers try to catch 
Spook. 'Iliey can be avoided by fast 
movement or disabled by kicking a 
block against them. 1 found the inclu- 
sion of jailers both a plus and minus. 
They do increase the game's chal- 
lenge, since coping with the jailers 
forces the child to think quicivly. To 
win, the child must not only solve 
matli problems, but do it under stress. 

These "cops and robber" type 
chases do add to the excitement, es- 
pecially when several people are 
competing, But when a child is learn- 
ing a new concept, like hexadecimal 
numbers, the distraction of constantly 
running from jailers makes it difficult 
to concentrate on solving the equa- 
tions. The only way to eliminate a 
jailer from the game is to trap bim 
behind blocks. Only then can the child 
concentrate on the math problem. 

WizMatb has 12 skill levels. The 
easiest requires the child to simply 
identify numbers and the most diffi- 
cult is Boolean algebra. Tlie other ten 
levels are addition, subtraction, multi- 



plication, division, exponentiation, 
parentheses, order of operations, bi- 
nary, hexadecimal, and an introduc- 
tion to variables. Tlie remaining two 
levels ( 1 3 and 1 4 ) allow you to de- 
sign, save and play your own math 
games. 

'Hie WizMatb manual is a 32-page 
math primer that explains the princi- 
ples of each math operatitm in a sur- 
prisingly brief and understandable 
ftishion. Each page displays a graphic 
illustration or example equation, as 
well, 'Hie program disk, manual and 
reference card all fit intt) a neat book- 
shelf-type box, which both protects 
the disk and stores easily. 

WizMatb is a well designctl educa- 
tional program. Children will enjoy 
playing it because it's fiui, while par- 
ents or teachers will be delighted 
witii the serious math relationships it 
teaches. 

The ability to create your own 
games is a valuable and powerful 
teaching tool included in the pro- 
gram. This option makes it easy to add 
and practice specific math concepts 
the child is studying in school or hav- 
ing difficulty understanding. 

'Hiis g[ime covers a lot of math ter- 
ritorj': even'thing from simple addi- 

Oiniimtvtl nn p^ -iCi 
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"WHY RENT WHEN NOW YOU CAN OWN' 




PRO-TECH-TRONICS 






6870 Shingle Creek Parkway fi103 • Minneapolis, MN 55430 • (612) 560-6603 

—NEXT-DAY DELIVERY^ 



CALL TODAY 



■IN STOCK ITEM 



SCHOOL P.O.'s Accepted! 



1-800-345-5080 
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BARGAIN SOFTWARE 



COMMODORE 64™ or 
COMMODORE 128,m 

Run In C.13B mniji -irh 1571 dr^K 

35 PROGRAMS (DISK) - $1 2.95 

COMMODORE PLUS 4,m 

30 PROGRAMS {DISK) - $1 5.95 

Add $2.00 shipping & handling 
(foreign, except Caneda-53.00) 



selected public domain programs 

GAIVIES. UTILITIES. BUSINESS 

EDUCATION, GRAPHICS 8. MUSIC 

(DOCUMENTATION INCLUDED) 



BOOKKEEPING 

Finally, a truly "easy to use" 

PROFESSIONAL SMALL BUSINESS 

BOOKKEEPING SYSTEM 

for Commodortt Compulsrt |64, 1 2S Ik Plut 4} 
C-llS xrlilin runi in CI7B moilo wllh 1571 dil'S 

QINEHAL lEDGEB. PAVROU, Si HgPORT 

GENERATOR PLUS STARTUP nnd 

MAINTENANCE UTILITIES 

DETAILED INSTRUCTION MANUAL 

$24.95 

plus $3.00 shipping & handling 
(foreign-S4.00| 



send check or maney order to 

^MAPA E ntehprize s. Inc. 

P.O. BOX 1382 
BELLEVUE, NE. 68005 

FOB MORE ir^FOSMATION, WRITE DIRECT 

OR CIRCLE READER SERVICE NUMBER 

COMMODORE S4, tlB. and PLUS 4 

ara IradsmarliK of Commodort EI*ctror\ict. Ltd. 
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LOTTERY 6a® 
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LOTTE(?Y 6^0 Has teen designed to use the 

computing power of the Commodore-64" to 

help vou play the various lottery games. PIC< 

3. PICK i. LOTTO, SUPER LOTTO, 5/d9, LUCKY 

LOTTERV, etc. it an be used vwth any lotterv 

game in which you pick the numpers 

We have already won thojsands of 

doiiar s with it. it can vwk for ycxj too! 

AVAIWBLE OM DISKETTE ONLY 

To Of def . send S24 95 fa each plus 

SiOO postage and handling per order tO: 

ii'tmois residents add 6% sales tax* 

Q Q Superior Micro Systems, Inc. 

V.M O ''■°' Bo>! 713 • Wheeling, il 60090 

Dealer inquirfes welcome! 
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tion to subtracting negative numbers 
to algebra. Unfortunately, it does not 
include drills in fractions or division 
by uneven numbers. Hut WizMtith 
can help your children Jeiirn a lot 
about math, including computer-re- 
lated math skills like conversion of 
binar>' and hexadecimal numbers. I 
suspect you will be delighted with 
WiZiMath. 

WizType 

One of the most useful skills any- 
one can master is typing. Learning it, 
however, usually requires hours of te- 
dious drill. But no more. Now there's 
an enjoyable way to learn to type. 

Hie clay my et)py of WizTypi' ar- 
rived, my eight year-old daughter was 
entertaining a friend. Just as I finished 
reading the manual and loaded Wiz- 
Type, she and her friend walked by 
the door. As soon as they saw the 
screen, they recognized the cartoon 
characters on the .screen and stopped. 
As they watched, the Spirit (who lives 
in the wine vat) rose, turned into a 
fire-breathing dragon, and cooked the 
Wizard down to a pile of grey ashes. 

With her ev'es giued to the screen, 
ni}' daughter wedged her body be- 
tween the computer and me while 
her friend pulled over a chair. To- 
gether they barricaded me from my 
own keyboard. But while they were 
pla)-ing, they were also learning to 
type. Because WizType disguises 
teaching so cleverly with sound and 
action, they never suspected. 

Like WizMeilh, the child enters her 
name. Next, the child can either try 
one of the four practice levels or play 
"The Ciame." "The Game" is the real 
child pleaser. On the left of the screen 
appears the Wizard. On the right is 
the wine vat containing the wear)'- 
eyed Spirit. But the Spirit doesn't re- 
main weak and wear\'-eyed long. As 
the child watches, the Spirit evolves 
into a fire-spitting dragon. As this 
transformation takes place, letters and 
words appear in the space between 
the Wizard and the Spirit. 

If the child can successfully type 
the displayed words, the Wizard will 
spring into action and zap the Spirit. If 
the child types the words faster than 
the Spirit can make them appear, the 
Wizard wins and with a bolt of liglit- 
ning zaps the Spirit back into the wine 
vat. Though it may sound a little 



rough, it is done with comic-strip hu- 
mor. And remember. Wizard knows 
all about magic, so he reappears 
quiekly, none the worse for wear. 

Tile graphics, comical expressions 
and soimti of WizType arc all top 
drawer and should have most chil- 
dren eager for more. Tliere are four 
practice modes: Drill, Practice, Words 
and I'aragraphs. If the child tires of 
typing the jiaragraphs and words pre- 
(laekagctl with WizType. she can easi- 
ly create her own files. An additional 
user-created file of 240 words is pos- 
sible. 

Another real child pleaser is the ap- 
pearance of Hung, the land of Id's red- 
ncKsed, fun-loving court jester. If the 
child wishes, Bung will jump along 
sentences at a user-selected .speed. 
This helps the child develop a smooth 
typing rhythm. 

llie child can "play" typing t^'o- 
letier words, longer words, .sentences 
or ]iaragraphs. As the student gets 
better, the game gets tougher. The 
program records each user's skill lev- 
el and adjusts the speed and difficulty 
levels according to abiliti'. This fea- 
ture is a major plus. It encourages 
each student to beat their own score, 
and no cliild is forced to perform ei- 
ther beyond or below their own .skill 
level. 

The WizType manual is simple but 
complete. The six pxiges briefly de- 
.scribe each mode and option. It also 
suggests some good typing liabits. 
liven young rentiers should have no 
trouble tuiderstanding this one. Col- 
or-keyed illustrations show the prop- 
er ]iosture and hand placement a 
chikl should assume while t}'ping. A 
quick- relcrencc card is also included. 
I'or most users, this card will be all 
that is needed. 

'Hiis is an outstanding educational 
]irogram, and includes the ability to 
add words or paragraphs, which is a 
valuable and powcrfiil feature. This 
option makes adding and practicing 
spelling lists, poetrj-, the lines in a 
school play or Bible verses, easy. 

L'un is what makes WizType well 
worth S3-t.95. The best teaching pro- 
gram in the world isn't worth tlie 
price of a blank disk if children won't 
u.se it. My daughter likes WizType be- 
cause it is fun. I like it because she's 
learning while she plays. What more 
could vou ask? Q 
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The 
Newsroom 

Computer: tlommodorc 64 

Publisher: Springboard 

7808 Crcckridye Circle 
Minncapoli.s, MN 55i35 

Medium: Disk 

Price: S49.95 

l^ews flush! Springboard's The 
Newsroom is now available, and as- 
piring reporters and editors through- 
out the coiintr)' are creating their 
own newspapers as we speak. ( li;it 
your hearts out, Lois 1-ine and Perry 
White.) If you or your children are 
not using Thf Neu'sroom, maybe you 
should be! 'Iliis prognini is truly out- 
standing. It's educational and it's also 
tremendous fun. 

What is The iXewsmoni? It's a pro- 
gram that lets you create your own 
newspaper, complete with banner, 
headlines and stories, as well as 
graphics. You lay out your pages and 
then print ihem — and if you liave a 
modem, you can send your story over 
the "wires" to a friend. A tremendous 
amount of detail went into designing 
this program, because not only can 
you choose from over 600 high-reso- 
lution graphics to illustrate your 
newspaper, but you can also change 
these pictures, draw your own, and 
add patterns. 

The Newsroom comes widi two 
disks: the program disk and tlie clip 
art disk, 'llie main menu is comprised 
of picture/word options: photo lab, 
banner, press, printing press, copy 
disk, wire service, and layout. A menu 
of symbols ( icons ) are displayed on 
the left side of your screen. For exam- 
ple, use the trashcan if you'd like to 
erase your last action, and so (m. Use 
your joystick to access the icon you 
need. 

First choose a banner (name and 
heading) ftir your newspaper. Call it 
the liaily Phinvt, call it Marlicins To- 
day—it's your choice. Next you can 
add a picture to your paper's banner. 
For example, I'm sick of reading 
about murders and odicr heinous 
crimes, so I created the Friendly 
News, a simple banner headed by a 
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teddy bear logo 1 chose by scanning 
the available graphics in the manual. 
To get my teddy, I selected the "clip 
art" icon on the banner's menu and 
was instructed to insert the clip art 
disk. I now perused the graphic selec- 
titms available, which included my 
teddy bear and seven other choices. 
Moving the cursor to the bear, I 
pressed die joystick button and the 
bear reappeared aU)ne on the screen. 

My only criticism of clip art was 
that 1 occasionally wished 1 could 
shrink or enlarge a graphic. Changes 
tr> various sections of an individual 
graphic are possible, but 1 couldn't 
figure (mt how to magnily or shrink a 
figure intact. So if my "photo" was too 
large, 1 saved it as an entire panel of 
my newspaper, placing the text in an- 
other panel. 

[ then used the crayon symbol to 
choose my typeface and the graphic 
tools window appeared, enabling me 
to select the right font for me. ( l'<mt 
refers to type size and style.) I-ive op- 
tions are provided — even a fancy Img- 
lish st>'le. Tlien 1 moved to "exit" and 
found myself back to the design 
screen, where I typed my paper's 
name. After you've completed the 
editorial part of your banner, you'll 
want to save it, so you'll need a blank 
disk. You don't have to pre -format 
that disk, because this program will 
do it for you. 

Now on to the "photo lab," where 
you choose <me of the program's 



graphics — or one you've made your- 
self^ — and "take a picture," 'llie man- 
ual shows what graphics are available. 
'Hiere are also picture tnenus of bugs, 
maps, kids, even a graphic of Visa and 
Mastercard credit cards, as well as 
words like "SALE" and "SPECIAL NO- 
TICE " 

Move on to the camera icon, press 
the joystick button, and move back to 
the main screen to "frame" the pic- 
ture. Press the button and your pic- 
ture turns black for an instant— 
you've taken the photo! (I really liked 
that "flashbulb" effect.) Now save 
your picture to disk. 

You can also turn individual pixels 
on and o(T, observing the changes at 
the bottom of your screen. And you 
can "oops" a mistake with the icon by 
that name. I also liked the capability 
to "flip" a figure. For instance, say a 
graphic is facing right and you want it 
turned to the left. Use the arrows icon 
to .switch the figure ar<mnd. 

'llie copy editing option lets you 
combine text and photos to design a 
panel of your new.spaper page. ( If you 
run out of time, you can save your 
text and edit out the typos later. ) You 
can put up to six panels on a page 
(plus a banner) if you use B 1/2" by 
1 1" paper, or eight panels if you're 
using 8 1/2" by 14" paper. After com- 
pleting your text, move to each panel 
of your layout, press the joystick but- 
ton, and see a listing of available files 

Cuiititiuett im ji^. IJi 
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GET FREE SOFTWARE i 

mm^m subscribe 

COMlMODORE IViA0AZINES 
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You'll find unbiased iii-dcpth 
reviews of the best new 
sofh\'-are and hardware . . . 
discover how to make your 
own programs . . , learn 
practieal home and business 
applications. And much, much 
more. 

Plus, in every issue, you'll 
receive free programs — both 
games and practical 
applications — you can type in 
and use riglit away! 

And, if you act now we'll send 
you a FREE "Best of Loadstar" 
disk. . .full of great games, 
practical programs, plus 
utilities, graphics, music, 
tutorials and much more! 

Subscribe or renew your 
subscription now at the low 
rate of S26.95 and we'll send 
you a lull year of 
Contniotlore i\tagazme (12 
issues, total ) PLUS your FRI'i; 
"Best of Loadstar" disk(S6,95 
value). 

To order call toll free 800- 
345-81 12. In Pennsylvania call 
800-662-2444. 
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NEW 1 986 VERSION INCLUDES 

VISIBLE BUBBLES 

BACTERIAL^iB 

Q AND D CAT TOOL 

CHICKEN 

GO CHOPPER 

FASTCOPY 

LAIR OF THE NECR 

MINER 

NIBBLER 

MOVIE MOGUL START 

ORBIT 

WORMSHOT 

RAM DISK 

SORT COLLECTION 

WORDSMITH 
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Fight Night 

Computer: C^oHimodore 64 
Publisher: Accolade 

20863 Stevens Creek 

Boulevard 

Cupertino, CA 95014 
Medium; Disk 
Price: S29.95 



JT ight Ni^bt Is a perfect example of 
how cute and whimsical games need 
not be silly or juvenile. This arcade- 
style hoxing gunie packs a punch in 
more ways than tine. On one hand, its 
tough-asnails action will leave your 
pulse pound hi J" and your hands 
sweatiiij;. On the other hand, its hilar- 
ious characters and graphic surprises 
will have you laughing almost to 
tears. Any way you look at it, /■i}'bt 
M^-ht is not your average computer 
sports siniulaiion. 

Tlie program begins with a menu 
screen listing five available options. 
The first selection is the main event, 
Boxing. This contest pits one player 
against the computer's top five. The 
objective is to fight your way through 
the ranks, ultimately leading to a slug- 
out with the Cliamp lor the title 
crown. Along the way, you'll meet 
.some pretty bizarre characters, each 
one tougher than the last. When the 
going gets tough, all five compmer 
opponents resort to foul play in the 
form of a Super Blow. 'Iliese blows 
are devastating to your fighter, yet 
hilarious to watch. 

Tlie first boxer you must contend 
with is aptly named Dip Stick, ranked 
number four. Described as a "mouth 
breadier" and a product of "anorexic 
training methods," [>tp Stick is a 90- 
pound little tweq') who specializes in 
low blows. Although he's not too liard 
to put away, watch out for his Super 
Blow — a below-the-belt smash that 
causes your fighter's legs to cross and 
eyes to hug out. My first reactit>n was 
"I can't believe he did that!" Believe 
me, it gets ever belter. 

Ranked number three, the next 
boxer is called Kid K;istro, Conijilete 
with cigar clenched between his 
teeth, army ftitigue cap and beard, it's 
not hard to imagine who this charac- 
ter was modeled :ilter. I lis Super Blow 
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When the gomg gets 
tough, all Jive 
computer opponents 
resort to foul play. 

IS knows as the Castinet Cru.sher, ac- 
complished by pounding your fight- 
er's liead on both sides at once. 

Hie third boxer on your way to the 
top is called Hu Him, the cement- 
beaded Tar East champ. Recalling !iis 
Kung Fu roots, IIu llim's Super Blow 
is a vicious kick to the diaphragm. 
These kicks are a sure way to lose 
your lunch, not to mention the fight. 

Ranked number one is the Britisli 
Bulldog, a former lamp post who only 
recently learned to walk erect. Tliis 
bea\7 hitter is famous for his Super 
Blow, the British Rail Roundhouse. 
The luck\' recipient of these blows 
will discover the true meaning of 
"rubber neck." Yt)ur figliier's body 
stays motionless but bis head goes 
sailing out of the ring. 

'Oie last obstacle between you and 
ultimate victor)' is the Champ, known 
as the Bronx Bomber. Built like a bus, 
the Bomber creamed Darili Vader to 
win bis title. Your fighter will literally 
have to untie his shoes to cat after 
experiencing the Bomber's Super 
Blow. Defeat this walking monolith 
and you deserve the title crown. 



There are four other modes of play 
available from the menu screen: Con- 
struction, Training. S[>arring and 
Tournament. The Construction mode 
allows you to build your own boxer, 
choosing from six different head, 
body and leg st^'les. Construct a mus- 
cle-bound hulk if you like, or a boxer 
with a thick chest and chicken legs. 
'Ilie combinations are many. In addi- 
tion, you can choose frtmi 16 colors 
for his gloves, shorts and skin. Your 
final result can be either player- or 
computer-controlled. 

Next, you must define yotir fight- 
er's boxing skills— a ratio between 
power to and resistance from blows 
to tlie head and body. 'This will deter- 
mine if your boxer throws a mean 
body punch or has a glass jaw. Com- 
puter-controlled figlucrs must also be 
programmed for the percentage of 
brains vs. brawn, and whether they 
are primarily offensive or defensive 
boxers. When all the fine tuning is 
comjilete, you can give your fighter a 
name and save it to disk for future 
bouts. There are enough variables to 
create dozens of unitjue contestants. 

Another selection available from 
the menu screen is the 'Training 
Camp, litis option is designed mostly 
for beginners to practice joystick 
movements. Fight Night uses a so- 
phisticated method of scoring that re- 
wards skillful maneuvering and dis- 
courages boxers from simply standing 
(:iiiilinii<.tl itn psi- l~<> 
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Mind Over 
Minors 

Computer: ConimocSorc f> i 

Publisher: Human Kdgc Software 
2-i45 I'abcr Plucc 
Palo Alto, CA y'i303 

Medium: Disk 

Price: 

\lf hai can ytm do when your kids 
niisbtfliavi:, disohL'y. e;U loo much 
junk food, and generally drive you 
crazy? Pcrhap,s you could tr\' Human 
Iklge Software's Mind Oivr Minors. 
C ['11 call it MOM for short. ) 

Last year, iluinaii Ktlgc gave us 
Mind l')<)f)ev, ihe controversial pro- 
gram that stopped just short of claim- 
ing it could read the mind of a strang- 
er. (Remember their ads — "Read Any 
Good Minds kitely?") MOM doesn't 
go quite that far — it merely claims to 
help a parent identify a child's 
strengths and weaknesses and im- 
prove the parent/chiJd relationship. 
Both progr;mis utilize artificial intelli- 
gence techniques, and MOM was cre- 
ated with the help of cx|iert.s in the 
Held of child psychology, 

Here's how it works — the parent is 
presented with a list of 96 adjectives 
that might tleserihe a person. "Ag- 
gressive," "high-strung," "organized," 
"stubborn" — that son of thing, i'or 
each word, >'ou hit a key to indicate 
whether the adjective describes you 
or not. When you're finished, you do 
another assessment of (he same 
words to describe your child. 

Based on your choices, the com- 
puter constructs a psychological pro- 
file of parent and child. Wm receive a 
".Strategy Report"— specific advice to 
help you understand your child, im- 
prove cotnmunication, increase the 
child's performance, and imjirove dis- 
cipline techniques. The program 
stores a.ssessmems often children. 

The theo^^■ makes sense. While a 
hook of child psycholt)gy gives advice 
lor any parent and cliild, a computer 
can give s/icfific advice for you and 
your ehiltl. B)- matching up a person- 
ality profile of two particular individ- 
uals, the computer should be able to 
show where die perstmalities might 
clash antl what to do about it. 




Mind Over Minors is 
designed to identify a 
child's strengths and 
weaknesses mvi try to 
imjyrove the 
parent/child 
relationship. 



I tried Mifid Over Minors w^ith my 
two nephew^s, Adam and Nathan. 'Hie 
program was pretty much on the 
money with Adam. It describeil iiim 
as clever, confident, a natural leader 
and that "keeping pace with his active 
lifestyle can require a lot of efTort." 
Tiiat's for sure. Half the time, Adam is 
bouncing off the walls. 'Hie program 
suggested a few good techniques to 
control Adam's energy. 

Bui MOM missed entirely with Na- 
than, who has a quiet, un;issimiing 
personality compared to Adam's, The 
computer claimed that .Nathan wants 
to be the center of attentitm, and that 
"his confidence may oecasionallv be- 
come so strtmg that you find )'onr 



own authority challenged by him." It 
couldn't be further from the truth. 

I was disappointed that MOM 
wasn't more insightful. It gives a lot of 
advice that could apply to (uiy child. 
At various times the program in- 
structed me to try to make learning 
fun, reward good behavior, and to 
dish out punishments in private rath- 
er than in front of friends. Any book 
on child rearing will say those things. 
In fact, the program comes with an 
excellent book, Maii<i^in}>, Children. 

My own feeling about Mind Over 
Minors is that I'm not entirely con- 
vinced it's po,s,siblc to sum up a hu- 
man being with just 96 adjectives. 
The program's accuracy depends en- 
tirely <m the parent's assessment of 
l)is or her own personality and that of 
the child. What if that assessment is 
o(f the mark? I'hen the whole ]isycbo- 
kjgical profile may be thrown oti', and 
the Strategy Report will be giving ttie 
wrong advice. 

In other words, if you're an excel- 
lent judge of your personality and 
yoin- child's personality, the program 
may help you with your child. If 
you're a poor judge, it's prohal^lv use- 
less. In any ca,se, 1 dcm't think that 
child psychologists have to worry 
about being replaced by computers 
just yet. n 
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Famous Smith Corona National Brand 

1 0" PRINTER SALE 

B&lavsf y^holesalG Cost PricGsU! 

• ONE YEAR IMMEDIATE REPLACEMENT WARRANTY 

• Speed: 120 or 160 characters per second • Friction Feed/Tractor Feed — Standard 

• 80 character print line at 10 CPI • 1 Line Buffer, 2K Buffer on 160 CPS Plus LQM 

• Six pitches • Graphics capability • Centronics compatible parollel interface 

• Features Bidirectional Print, Shorttine Seek, Vertical And Horizontal Tabs 

Check These 
Features & Prices 



120 CPS 10" Printer 




List 
$429.00 

SAL 



!159 



160 CPS + Letter Quality 
Mode 10" Printer 



emphasized 



This is a sample of our 
near- let ter-qual 1 ty print 

There is* standard data 
processing quality print 



italic print 



$ 

SALE 



List 
S499.00 



199 



L 



(IBM — Commodore \ 

Slxa/Wolght 

Height S.0<" Width 16.7" 

Daplh 13. J" Weight 18.7 lbs. 

Inlarndl Char. Coding 

ASCII Plus ISO 

Print Buffnr Size 

120 CPS: 132 Bytes (1 line) 

120/160CPS Plus LQM: 2K 

No. of Char. In Char. Sat 

96 ASCII Plus International 

Graphics Capability 

Standard 60, 72. 120 DPI 

Horiiontal 72 DPI Vertical 

PIteh 

10, 12, 16.7, 5, 6, 8.3, Proportionol Spocing 

Printing Msthod 

Impact Dot Matrix 



SPECIFICATIONS (Apple -Atart- En. » 



Char. Matrix Six* 

9H X 9V (Standard) to lOH x 9V 

(Emphaslied a Elongate) 

Printing F*atur«t 

Bi-directional, Short line seeking, Verlkat 

Tabs, Horizontal Tabs 

Formt Typft 

Fonfoid. Cut Shoel. Roll (optionol) 

Max Popar Width 

11" 

Feeding MetKod 

Friction Food Std,; Tractor Feed Sid, 

Ribbon 

Cassette — Fabric inked ribbon 

Ribbon LIfo 

4 million characters 



Interfaces 



Interlocal 

Parallel 6 bit Centronics compatible 

120/160 CPS Plus NLQ: RS232 Serial inc. 

Character Mode 

10x8 emphosiied: 9x8 Slondard: 10x8 

Elongated; 9x8 Super/Sub Script (1 pass) 

Character Set 

96 ASCII 

11x7 internolionol Chor. 

Line Spacing 

6/6/12/72/144 LPI 

Character Spacing 

10 cpi normal: 5 cpi elongated normal: 12 cpi 

compressed: 6 cpi elongated compressed: 

16.7 cpi condensed; 8.3 cpi elongated 

condensed; 5. 1 2.5 cpi elongated proportional 

Cartridge Ribbon — List $19,95. 5aleSia.9S. 



IBM »89.00 



Apple $59.00 



Atari $49.95 



Commodore $39.95 



Add SM.50 for shipping, tiandling ond insurance. Illinois residents 
please odd 6',.% Ion, Add $29 .00 for CANADA, PUERTO RICO, HAWAII. 
ALASKA. APO'FFO Ofders- Canodion orders must be in U.S. doiiars- WE 
DO NOT EXPORT TO OTHER COUNTRIES, EXCEPT CANADA, Enclose 
Cashiers Ctieck. Money Order or Personol Ctieck. Allow M doys 
delivery, 2 lo 7 doys for ptione orders, I doy express mail I Prices & 
Avoilabllily sabject lo chonge without notire. 
VISA MASTERCARD -C.O.D. No CO, p. to Canada or APO FPO 



We Love Our Customers 

22292 N. Pepper Rd.. Barrington, Illinois 6O0J0 

312/382-5244 to order 



COMMODORE 64 
COMPUTER 

(Order Now) 

$13995 



* 028 Disks 7reci/ 

* Paperbock Writer 64 $39.95 

* 10" Comstar 10X Printer $148.00 
•13" Color Monitor $149.95 

CALL BEFORE YOU ORDER 



COMMODORE 64 
SYSTEM SALE 



Commodore 64 

Com. 1541 
Disk Drive 

14" Color 
Monitor 



PlusS30.00S«H 



$457 



PLUS FREE $49.95 Oil Baroni 
Adventure Program 



SPECIAL SOFTWARE COUPON 



C128 COMMODORE 

©COMPUTER 
(Order Now) 

05 

liEE BELOWI 

With »S«.9S TImsworki Wordwrltor 
Word processor saving* applied 

• 340K 1571 Disk Drive $259.00 

• Voice Synthesizer $39.95 

• 12" Monitor 179.95 

PRICES MAY BE LOWER 




COMMODORE 64 COMPUTER S139.9S 

you pay only $139,95 when you order the 
powerful a4K COMMODORE 64 COMPUTER I LESS 
the .olue of the SPECIAL SOFTWARE DISCOUNT 
COUPON wa pach with youf computer that ollows 
you lo SAVE OVER SISO oil loltworo lolo priceil ! 
Wllh (inly fiOO of iovingi oppliad, your net 
computer cost It S39.9SI I 

* CiaS DOUBLE SIDED DISKS If EA. 

Gvt the&e 5V. " Double Sided Floppy Di$k^ 
spectolly designed for the Commodore 128 
Computer (1571 Disk Drive). 100% Certified. 
Ufotlma Warranty, Automatic Lint Cleaning 
liner included. 1 Box of 10 ■ S9.90 (99' eo.), 5 
Boies o1 10 ' S44.50 (B9' eo.). 10 Soxes of 10 
-i79.l)0[79'eQ,l. 

13" COLOR MONITOR S149.93 

You pay only $M9,95 when you order this 13" 
COLOR MONITOR. LESS tfie value of the SPECIAL 
SOFTWARE DISCOUNT COUPON we pack with 
your n(\or>itor thot oilows you to save ovar S250 off 
software sale pricesf f With only $100 of sovirgs 
opplied. your net color monitor cost is only S49.95. 
(16 Colors). 

Premium Quality 130-140 CPS 
Comitar 10X Printer S148.00 

The COMSTAR 10X giues you a 10 carriage. 120- 
140 CPS. 9 I 9 dot matrii with double strike 
copobility lor 18 k 18 dot mottix (near letter 
quality), high resolution bit imago (120 x 144 dot 
motrix), underlining, bock spacing, left and right 
morgin setting, Irue lower decenders with super 
and subscripts, prints standard, ilolic, block 
grophics and speciol choraclers- It gives you print 
quolily and feolures found on printers costing 
twice as muchl! (Centronics Poroltel Interface) 
list $399,00 Sola ITM.OD. 

* SLOT EXPANOiR & as COLUMN BOARD M4.M 

Now you program 80 COLUMNS on the screen at 
one time I Coftverts your Commodore 64 to 80 
COLUMNS when you plug in the 80 COLUMN 
EXPANSION BOARD!! PLUS 4 slot exponderl 
Umltad Ouonlltlet.&alm m.VS. Coupon S39.95 

M COLUMNS IN COLOR 
PAPERBOCK WRITER M WORD PROCESSOR t:9.» 

This PAPERBOCK WRITER 64 WORD Pf?OCES50R is 
tfio finest avolloble lor the COMMODORE 54 
computer! The ULTIMATE FOR PROFESSIONAL 
Word Processing, DISPLAYS 40 or 80 COLUMNS (N 
COLOR or block ond white! Simple ro operote. 
powerful text editing, complete cursor ond 
insert/ delate key controls line and porogroph 
Insertion, outomatic deletion, centering, margin 
settings ond output to oil printers! List 599.00, 
S*LEtJ».»J. Coupon S29. 95. 



Wa pack a SPECIAL SOFTWARE DISCOUNT 
COUPON with evsry COMMODORE 64 
COMPUTER, DISK DRIVE, PRINTER, ar 
I MONITOR wa lelll Thl> coupon alloMi you 
to SAVE OVER >2S0 OFF SALE PRICESIl 



(Examples 


■ 




PROFESSIONAL SOFTWARE | 


COMMODORE 64 




Hvmm 


llll 


Isle 


Coupon 


PoparClip 


IS9.95 


134.95 


129.95 


ConjullQnt 


J99 95 


$47,95 


139.95 


Leader fioerd 


S39,9S 


114.95 


122.95 


Th» Piiril Shop 


S4J,95 


(27.95 


174.95 


KoLlfly iPr&i«ct 


tJ9,9S 


122.95 


119.95 


PreciiC{]l< [spread stiwtj 


]59.95 


11995 


111.95 


Voks Command Medute 


$79.95 


1D9.95 


134.95 


Utna Prlncai in Amb«r 


132 .« 5 


S24.95 


121,95 


Supvr Bowl Sunday 


S3s.ao 


122.95 


119,95 


FltpondFlltQIikFiltr 


i2tfi 


114.95 


112.95 


Pro Joy Slick 


(19.« 


112.95 


110.00 


PartjWar* 


Si 9.95 


H' 95 


111.95 


Duit Covfff 


i e.9S 


1 6,95 


1 4.60 


Firionciol Planner 








Sylvlo Porter 


JS9.95 


ioe.95 


135.95 


Hardball 


(29.95 


lie.95 


114.95 


C6I IrDubiistisol i 








R«polr Goida 


134.95 


115.95 


113.95 



(S^m 0v9r JOO coupon Items in our catalog} 

Writeor coll for 
■ Sample SPECIAL SOFTWARE COUPONI I 



ATTENTION 

Computer Clubs 

Wb Offer Big Volume Discounts 
CALL TODAY! 



PROTECTO WARRANTY 

All Proteclo't products corry o minimum 90 day warronty. 
II anything toiii within 90 days Irom the doto ot purchosa. 
simply send your product Id us vIo United Parcel Service 
prepaid. We will IMMEDIATELY send you o teplocsmont at 
no charge via United Porcel Service prepaid. This worronty 
proves once again that W» tore Our Cu$iom9rt* 



* C11S COMMODORE COMPUTER 1289.00 

You poy only $289.00 for the C128 computer and 
we Include the CI 38 Wordwriter Wordprocessor 
by TImeworks (Solo S59.95). Thus, your net cost 
tor the CI 26 computer is onlyS229.05, 
List $349.00. $ALEt»«.«0. 

34aK 1371 COMMODORE 
DISK DRIVE «39«,aO 

Double Sided, Single Disk Drive lor C-128 allows 
you lo use C-12B mode plus CPM mode. 17 times 
faster than 1541. plus runs all 1541 lormats. 
List S349.00. Sal* tIJf.OO. 

SUPER AUTO DIAL MODEM «29.4S 

Easy to use. Just plug info your Commodore 64 
computer ond you're ready to tronsmif and 
receive messages. Easier to use Ihon dialing your 
telephone, just push one key on your computerl 
Includes exclusive easy to use program lor up and 
down loading to printer and disk drives, 
Saif In U.S.A. list $99.00. SALE t29.«3. 
Coupon $24.95. 

VOICE SYNTHESIZER 139.91 

For Commadare-64 computers, iust plug it in and 
you can program words and sentences, odjusl 
volume and pitch, moke folking odvenfure gomes, 
sound oction gomes end customiied talkies!! 
PLUS {519,95 volue) TEXT TO SPEECH program 
included FREE, just type a word and hear your 
computer tolk — ADD SOUND TO "ZORK'', SCOTT 
ADAMS AND OTHEfi ADVENTURE GAMESI I (Disk 
or tape.) List $89.00. SALE Uf.f J 

13" MAGNAVOX (NAP) SO COLUMN 
MONITOR WITH SOUND 179. 9S 

Super High Resolution green screen monilor. 30 

columns X 24 lines, easy to read, plus speoker lor 

audio sound included. Fontastlc value. 

List SI 29.00. SbIb 179.91. 

(C138 coble S19.9S. C64. Atari coble 19.95] 

PRINTER/TYPEWRITEIl 
COMBINATION $229.95 

"JUKI" Superb letter quolity. doisy wheel 
printer, typewriter combinotlon. Two machines in 
one — fust a flick of the switch, 12" extro lorge 
corrioge, typewriter keyboord. outomatic margin 
control ond relocate key, drop in cossette ribbon! 
{90 day worronty) Centronics porollel or RS232 
serial port built In (Specify). 
List 1349,00. SALE tllf .IS. (ltd. Oty.l 

14" ROB & COMPOSITE 
COLOR MONITOR S3S9.93 

Must be used to get 80 columns in color with SO 
column computers (C1M . IBM ■ Apple). (RGB 
Coble $19.95) Add 114.50 shipping. 
list S399.00. SALE 1IJ9.9S. 




• lOWEST PRICES • U DAY FRK TRIAL 

• BEST SERVICE IN U.S.A. < OHI DAT EXPRESS MA II 



PHONE ORDERS 

e a.m. - 8 p.m. C.S,T. Woekdayi 
9 a.m. . 12 noon C.S.T, Saturdays 



• M DAY FREE REPLACEMENT WARRANTY 

• OVER SH PROGRAMS • FREE CATALOGS 



Add S10.00 for shipping, hondling ond insuronco. Illinois residents 
pleose odd 6'."i tax. Add S20.00 far CANADA, PUERTO filCO 
HAWAII. ALASKA APOFPO orders. Conodion orders must be in U S 
dollors. WE DO NOT EXPORT TO OTHER COUNTRIES, EXCEPT 
CANADA, Enclose Coshier Check, Money Order or Personol Check. 
Allow 14 doyi for delivery, 2 to 7 doys for phone orders. 1 doy express 
moil f Prices & Availability subject to chonge without notice 
VISA — MASTER CARD — C.0.0, No. COD. to Conodo. APOFPO 



We Liox>e Our Customers 

22292 N. Pepper Rd., Barringfon, Illinois 60010 

312/382-5244 to order 



COLOR MONITOR 

#SALi!!! 
/ \ 



(Premium Quality) 

* Built in speaker & Audio 

* For Video Recorders 

* For Smail Business 
Computers 

■ Appie - Commodore 
-Atari - Apius 300Q -etc. 

* One Year Free 
Immediate 
Replacement Warranty' 



>^0 



RGB 

Super High 
Resolution 





(Premium Qualify) 



• Beautiful Color 
Contrast 

• High Resolution 

• Sharp Clear Text 

• Anti-Glare Screen 

■ 40 Columns X 24 Lines 

• Front Panel Controls 



13" Color Computer Monitor' 

'C64/Atari composite cable S9.95 ^ | 

* C12e RGB/Composite BO column ^ CI I © 



List $329™ 
$ 



isr 



coble $19.95. 



13" RGB & COMPOSITE COLOR MONITOR 

Allows use of C-128 ond C64 mode - composite and 80 column RGB 
mode. Must be used to get 80 columns in color with 80 column 
computers. Specially designed for use with the CI 28's speciol composite 
video output, plus green screen only option switch, (add SI '1.50 
shipping) 



Add $1 4.50 Shipping 



List $399.00 

Sale 



259 



95 



12" MAGNAVOX (NAP) 80 COLUMN MONITOR 

Super high resolution composite green screen monitor. 80 columns x 
24 lines, easy to read, plus speoker tor audio sound included. 
Fantastic volue. Limited Quantities. 



List SI 29.00 



Sale ^79*' 



Turn Your Monitor into a TV Set Without Moving Your Computer 

Sale ^49** 



Elegant TV Tuner with duol UHF/VHF selector switches goes between 
your computer and monitor. Includes mute, outomotic fine tuning 
ond computer-TV selector switches. Inputs included for 300 ohm, 75 
ohm, and UHF, Con be used with coble TV ond VCR's, Fanlaslic 
Value. Limited Quantities. 



UstS129.95 



15 Day Free Trial - 90 Day Immediate Replaeement Warranty 

*LOWE$TPRICBS * BEST SiRVIC£ IN U.S.A. » ONE DAY EXPRESS MAIL » OVER 500 PROGRAMS * FREE CATALOGS 



Add SIO.OO for jhlppiniC], handling^ond mauronce. liNnoii rA&ider^Ti plftow 

add 6/^4% lax. MonJIorsmusI be shipped loCenlinentol U.SrOnly. 

WE 00 NOT EXPORT TO OTHER COUNTRIES. Enclose CoiMer Check. Money 

Order or Personol Check, Allow 1 4 dayi for delivery^, 2 Jo 7 days \of phone 

orders, 1 day expre» moilf Prtcas £ Availabilrty subjffcHo chon^e withoul 

notice. 

VISA — WASTER CARD — C,0,D. 



We LiO'VG Out Customers 

22292 N. Pepper Rd., Barrington, IMmois 60010 

312/382-5244 to order 



FLOPPY DISKS SALE "^59^ 

Economy Model or C-1 28 Cadillac Quality 

W& haife file lav^&st prices! 



*ECONOMY DISKS For use with Commodore 64, Atari, Apple. 

Good quality 5'//' single sided double density with hub rings. 



Bulk Poc 

Box w/ sleeves 



100 Qty. 
lOQty. 



59' eo. 

79' ea. 



Total Price 
Total Price 



$59.00 
7.90 



^ C-1 28 Computer Disks i^ 



Specifically dmsignod for use with C-128 

• Automatic dust romovar • Works with IBM PC 



CADILLAC QUALITY (Double sided, Double Deniity) 
• Each disk certlflod * From replaeemont llfetlmo warranty 

For those who want cadilloc quality we hove (he C-128 Floppy Disk, Used by professionals because they con rety on C-128 Disks to store 
important dota and programs without fear ol loss! Each C-128 disk is 100% certified (an exclusive process) plus each disk corries on 
exclusive FREE REPLACEMENT LIFETIME WARRANTY. With C-128 disks you con have tho peace of mind without the frustrotion of program 
toss after hours spent in program development. 

100% CERTIFICATION TEST 

Some floppy disk manufactures only sample test on o botch basis the disks they sell, and then claim they ore certified. Each C-128 disk is 
individually checked so you will never experience data or program loss during your lifetime! 

FREE REPLACEMENT LIFETIME WARRANTY 

We are so sure of C-128 Disks that we give you free replacement warranty ogoinst failure to perform due to faulty materials or 
workmanship for as long as you own your C-i28 disk. 

AUTOMATIC DUST REMOVER 

Just like o record needle, disk drive heads must trovel hundreds of miles over disk surfaces. Unlike other floppy disks the C-128 smooth 
surface finish saves disk drive head weor during the life of the disk. (A rough surfoce will grind your disk drive head like sondpoper). 
The lint free outomatic CLEANING LINER mokes sure the disk-killers (dust & dirt) ore being constantly cleoned while Ihe disk is being 
operoted. 

C-128 Disks are definitely tfie Cadillac disk in the world 

Just to prove it even further, we are offering these supe r LOW INTRODUCTORY PRICES 
1 Box of 10 - $9.90 (99' ea.) 5 Boxes of 10 — $44.50 (89* ea.} 10 Boxes of 10 — $79.00 (79* ea.) 

All disks conne with hub rings ond sleeves in an attractive package. 




Make Your 1985 Income Tax Report Easy! 

This progrann includes: 

• An easy to use menu-driven program thot wilt enable you to prepare and complete your 
Federal income tax returns, yet requires no prior knowledge of computers or accounting. 

• A CPA-tested manual, written in eosy-to-understond, people-friendly English, abundantly 
illustrated to help moke tax preparation ond tax low understondoble. 

' Full prompting — you will be guided through the fox preparation process by thoughtful, 
easily-understood instructions (prompts) from your computer display screen. 

• Password protection — To prevent unauthorized access to your confidential doto, 

• A Special Bockup Feature — which quickly generates extra backup copies of your recorded 
information to guard against the loss of important data. 

List $49.00 Sale $29.95 



Add S3.00 tor shipping, tiondling and insurance. llJinot^ fe^idents 
pleote odd b'.:\ 1a». Add S6.00 for CANADA. PUERTO RICO. 
HAWAII ALASKA, APO-f PO ordors. Conndian orders musi be in U.S. 
dollars, WE 00 NOT EXI'ORl TO OTHER COUNTRIES, EXCEPT 
CAMADA. Enclose CosHiers Checl^, Money Order or Personol Ctieck. 
Allow 14 doyi tor <i«lhvery 2 ?o ? doys lor phone orders. 1 day 0)(prai% 
moll I Prices & ovailobility sub[oc1 lo chonge without nolice. 
VISA — MASTER CAHD — COO, No. CO.O, (oConoda, APO.PPO 



We Love Our Customers 

22292 N. Pepper Rd., Borrington, Illinois 6CM10 

312/382-5244 to order 



Computer Cleaners 

T X P D I ^ E Your Choice 

y2 ■ Imi^^C Reg. $19.95 ^^^f%C 



Your Choice 

Reg.S19.95 



Sale 



$09S 



9 



SALE 



Sale 



9 




DISK DRIVE CLEANER 



TV/MONITOR SCREEN RESTORER 
& CLEANING KIT j^,^ $9.95 

Reduce eye fatigue by increosing the clarity of your TV or 
monitor screen. Ttiis kit contains a hard wax formulotion to 
cover surface imperfections on TV screens and monitors. This 
restores moximum opticoi clarity, making what you see mare 
distinct. Pius high absorbeney cloths and dn auto static sproy 
cleaner allows you to clean your screen on a regular basis to 
keep your screen looking better then new. (This is a must for 
those who watch monitors or TVs for extended lengths of 
time.) List $19.95. Sale 59.95. 



Reg. S19.95. 

Sale $9.95 



• 60% of all drive downtime is directly related to poorly maintained drives. 

• Drives should be cleaned each week regardless of use. 

• Drives are sensitive to smoke, dust & all micro patricles. 

• Systematic operator performed maintenonce is the best way of ensuring 
error free use of your computer system. 

This unique twin slot jacket design gives twice as mony "wet-dry" 
cleanings per rotation as other leading bronds, Non abrasive, 100% lint 
free, random fiber cleaners capture dust, smoke porticles and disk oxide 
build up which insures you agoinst disk and data loss from dirty disk drive 
heads just like you must clean your albums ond tope players you must 
clean your disk drive heads to keep your disk drive working well. (24 

cleanings per kit.} List $19.95, Sale S9.95. 





ANTI-STATIC KEYBOARD 
CLEANER 5„|, $9.95 

Now you can clean your computer keyboard fast, 
efficiently, ond safely. The keyboard cleaning solution is 
exclusively formulated to remove skin oils, dust, and dirt 
thot can destroy your equipment. Plus this non residue 
solution with anto-static properties will not build up like 
ordinary household cleaners so you con cleon as much as you 
like without worry. Plus the lint free, high obsorbency, non- 
abrasive cloths will not scratch or mor your equipment as they 
pick up dirt and grime in a matter of seconds. 
List $19.95. Sale 19.95. 



Add 53.00 for shipping, handling and iniuranca, tllinois rosidenis 
pispse odd b'/,% tojt. Add S6.00 (or CANADA, PUERTO RICO. 
HAWAII, AlASKA, APO-FPO Orders, Conadion orders must be in U.S. 
dollors. WE DO NOT EXPORT TO OTHER COUNTRIES. EXCEPT 
CANADA, Enclose Coshif<rs Check, Money Ofder or Personal Check. 
Allow Hdq^s for delivery. 2 lo7 dcys For phone orders, 1 day express 
mail! Prices £ availability subietl to cbonge v^itbouT ooilce, 
VISA- MASTERCARD— CO. D, No. CO. D, toCanoda, APO-FPO 



We Love Our Customers 

22292 N. Popper Rd., Borrington, Illinois 60010 

312/382-5244 to order 



SOFTUMRE REUIELUS 



RE\'tEWED B\'STHPHEN S. I.EVEN 



Superscript 

Computer: Comnioclorc 1 28 and 
CommcxJorc fit 

Publisher: Precision Sofnvarc 

Progressive Peripiierals 

and Software 

(Distributor) 

464 Kiilamatli Street 

Denver, CO 80204 

Medium: Disk 

Price: 579.95 for either version 

i». word processor is a writinj; 
tool — a program tliat, theoretically, 
helps release your wrttinf; ercutivity 
by alk)wing you the freedom to rear- 
range, rewrite, and re-edit text to 
your heart's content, and by freeing 
you from sucii drudgery as erasing 
typing mistakes. However, many 
word processors get in the writer's 
way. Some are too limited in scope, 
lacking many of the advanced features 
tliat really ease the writing task, while 
others are so complex thai it's hard to 
remember the proper commands. 

I've been using Commodore's Ea- 
sySctipt on the C'ommodore 64 as my 
main word processor for several 
years, even tliougli 1 had tried others. 
1 always felt that l-asyScript \v;is the 
"ultimate" word processor, supplying 
most of the features I thought I'd ever 
need or want. 

But EdsyScript isn't perfect, and I 
found myself looking for a word pro- 
cessor with all the good features of 
EmyScripl. none of the drawbacks, 
and with commands thai even 1 could 
learn and remember! Ilien recently 1 
was introduced to SiipetHcript, which 
has separate versions for the Commo- 
dore 128 and Ctminiodore 64. Super- 
Saipi is published by Precision Soft- 
ware, the same British firm that wrote 
EasyScripl. (Precision Software also 
wrote StipcrBase 128 as well as ,S'»- 
perRcise 64, database managers.) But 
Superscript is more than just a mild 
upgrade of EasyScript, a slight im- 
provement on a proven, highly suc- 
cessful program. Superscript is a/;rf*- 
grammahle word processor. 

Whopper of a Program 

Wlicn I first picked up Superscript, 
I was intimidated by the size of the 
2,^4-page manual, and by the program 



In Superscript you 
can Jyt'ogram any 
text, function^ or 
series of functions 
you want to any of 
the computer's keys. 

complexity that usually goes along 
with such a volume. However, the 
more I worked with Superscript, the 
more 1 realized that this was the pro- 
gram for me. 

Superscript is a word processor 
geared to all levels of users, although I 
strongly recommend that those who 
have ne^x■r used a w'ord processor be- 
fore start with a simpler program. The 
manual begins with a set of tutorial 
lessons, and indeed one of the selec- 
tions on the opening menu allows 
you to create a training disk for use 
with the tutorials. Superscript can be 
menu driven, or you can enter com- 
mands from the keyboard. It contains 
reasonable default settings for iiage 
formatting, so you can start out writ- 
ing and printing text with almost no 
experience, or you can learn to use all 
the editing controls to tailor a docu- 
ment to your exact specifications. 

Tile Superscript manual is clear and 
concise, taking the reader step by- 
step thr()ugh the process of learning 
the program. The tutorials, comjilete 
with practice exercises, walk through 
most of the common, and not so com- 
mon, commands. The manual in- 
cludes a reference section describing 
each command in detail, and a pro- 
gramming section, which teaciies the 
reader how to get the most out of the 
program. One item noticeably absent 
from the manual, however, is a coiu- 
prehensive reference card, although 
the 128 version includes a rudimen- 
tary reference chart. 

The Superscript package includes 
one copy of the program disk 
(backup copies are available for S2() ) 
and the manual, both the 128 and 6-i 
versions operate almost identically. In 
discussing Superscript, all features, 
methods of operation, and comments 
apply et|ually to the Commodore 128 



(in either 40- or 80-column mode) 
antl Commodore 6-t versions, unless I 
specifically state otherwise. 

Test Driving Superscript 

Ixt's take a look at how Superscript 
operates. Al! features can be accessed 
from a series of menus. The first menu 
appears at the top of the screen when 
the I'l function key is pressed. Mov- 
ing the cursor ttj highlight a particular 
choice causes an explanation of that 
choice to appear tm the screen, and 
pressing RliTUlW then executes that 
selection. Many of the selections pro- 
duce additional menus, where more 
choices must he niade. 

for example, to load an existing 
text file from disk, press Fl to obtain 
the menu. .Move the cursor to higli- 
ligbt "Document" and press KI'TLIRN. 
A new menu appears. The word 
"Load" is already bigliligbted. so just 
press RFTIIRN. You are then prompt- 
ed for the name of the docinnent to 
load. If you can't remeiuber the name 
of your document, press the space 
bar, and the disk directory will be 
displayed on the screen. Move the 
cursor to highliglii the file you want, 
press RETHKN, and the file will be 
loaded. 

After moving the cursor around the 
menus a few times, you'll surely want 
a tiuicker way to process your words. 
Once you are fjimiliar with what each 
command does, you can just press the 
first tetter of the command. To use 
the same example, loading a file, press 
the 1-1 function key. press "D" for 
"Document," press "1." for "Load," 
and then enter the document name or 
press the space bar for the director)'. 

Whenever this ]5rocess becomes 
too complicated, you can use a two- 
keypress sec|uence. But you don't 
need to memorize (or write down on 
a handy scrap of paper that's never 
around when you need it) the key 
se([uence programmed by Super - 
Script's creators, because they left .se- 
lection of the sequence up to you! 
Remember, Superscript is program- 
mable. "\'ou can prograiu any text, 
fimction, or scries of functions you 
want to any of the keyboard keys. You 
might choose to program the "1" key 
as the file load key, ('Oiat's lowercase 
"I." Uppercase "I." can be pro- 
grammed with a different function, if 
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you wish.) This is a simple process 
(also accessed by using the menus), 
and once done, all you need do to 
load a file is press the I'SC or RUN/ 
•STOI^ key (lU.'N/S'l'OF key only on 
the Commodore 64 version ) Ibllowcd 
by the "I" key. All the steps Super- 
script goes through to load a docu- 
ment flash hy on your monitor, until 
you are at the point where you must 
enter the lile name. 

DEFAULTS File 

It's great to be able to program ke>',s 
to suit your own purposes, hut it sure 
would he a royal pain to do this at the 
beginning of even,' editing session, 
lliat'.s not iiecx'ssar}', because Super- 
Scrip! puts a lile on yoiu- tlata di.sk 
called IM'l-AUl.TS. This file can be 
edited just like any text file, and con- 
tains the default settings for margins 
and page layout. You can also put pro- 
grams for any number of keys in the 
DRFAUI.TS file, and resave the file on 
your disk. Ihe next time you load 
SiipcrSaipl, your DHFAULTS file is 
read and your own commands are im- 
mediately available at the touch of a 
key or twc). 

The DKl-AULTS flic also links to a 
printer flic, which you can choose 
when your data disk is being created. 
Ilie printer tile tells SiiperScri/X what 
your printer needs to know to do un- 
derlining, enhanced printing, con- 
densed printing, double strike, italics, 
and any t)ther .special modes it is ca- 
pable of employing. During writing 
and editing you use tlie menus (or 
your programmed keys) to put printer 
codes in the text. 'Iliese codes are the 
same for all printers, and your printer 
file tells Superscript which ASCII 
codes to actually send out to your 
printer/interface. 

My major problem in using Suf)er- 
Script was setting up the proper 
printer file. L'niess you ha\'e one of 
the exact printers for which printer 
flies idready e.xist, as well as a "trans- 
parent" interface, you may have a bit 
of difficulty in setting one up, I use a 
Panasonic printer, which uses similar 
printer codes to Kpson printers. Since 
Panasonic is not one of the choices, I 
chose lipson. However, 1 got strange 
results. Alter becoming more familiar 
with Superscript. I loadetl the Kpson 
printer file, edited the proper Pana- 
sonic commands into it, and stored it 



under the name Paiiausonic. Now, all 
the printer commands wtirk properly. 
'Ilie parts of the printer flic that 
gave ine the most trouble had to do 
witli how the codes were sent. .\1)' 
interface can be set up to be tran.spar- 
eni hy selection of the proper secon- 
dar)' address. A tran.sparent interface 
doesn't bother the codes going to the 
printer, but it doesn't change them 
from (iommodore A.SCII to true AS- 
CII, either. -So I hatl to code my print- 
er file to send true ASCII codes rather 
than CBM code.s. A little experimen- 
tation with printer files helped. 



Since most printer/interface combi- 
nations are set to totally emulate a 
Commodore printer (such as 1 525 or 
Ml'S-80 1 ), selecting "cbm dot matrix" 
as your printer type will usually work. 
This way, you can get started printing 
from Superscript, even if jou can't 
immediately access all of your print- 
er's special features. 

Features Galore 

Superscript is loaded with features. 
The colors used for any of six areas of 
the screen can be ch:mged by putting 
the proper command in the Dii- 



Dallas Direct 
The Most Competitive Prices 

COMMODORE^ 



jo„PinttS 



*cc£ssofl,e 



SOFnWRE 



PBIHIEBS 



Commoilore Proiliicts 

C128 Computer 

C1571 Disk Drive 

C1902 RGB Monitor 

MPS 1000 Printer 

C1700 128KRAM 

C1750 512KRAM 

Commodore 128 Software 

CMS AccoLHling 

SuperSase 128 

Superscript 128 

Epyx Miltiplan 

Fleet System 2 , 

Fleet System 3 

PaperBack Writer 

PaperBack Planner 

PaperBack Filer 

Freeze Frame . , , 

Fast Load Cartridge.,.. .... 

Vorpal Utility Kit 

Matrix 



Call 
Call 
Call 

Call 
Call 
Call 

139.95 
64.95 
54.95 
42.95 
44.95 
49.95 
34.95 
34.95 
34.95 
39.95 
23.00 
23.00 
49.95 



Commodore 128/64 Accessaries 

Anchor 6480 Modem . (New)S 149.95 

PPl SuperSketch S 19.95 

PPl Joystick $ a. 95 

DSI-PPl Interface S 39,95 

Printer Sale 

TranstariaO $ 219.95 

Transtar 130 $ 294.95 

CardcoLQ-1 S 184,95 

CBM 6400 (40cps) S 349,85 

StarSG-IOC S 229.95 

Star SG-15 S 364,95 

Star NX-10 (New) S 249.95 

New Computers from Commotlore 
PC10 & PC20 

[IBM PC Compatibles) S Call 

C-64C NEW Low Pmlile 64 

with GEOS S Call 

C1541C NEW Low Profile 

1541 $ Call 



ORDERING INFORMATION: 
Order TOLL FREE 1-800-233-6081 
Others Call (214) 247-7373 
Visa/MasterCard — CO, D. or 
Prepaid Orders Accepted 
Same Day Sfiipments 
Texas Residents add 6% Saies Tax 
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DALLAS DIRECT 

3208 Beltline Road Ste. 210 
Dallas, Texas 75234 
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FAULTS II Ic. [-.(iiting can be done in 
any widtli from the width of your 
screen {-iO or 80 columns) to 240 
columns. 'Ilie tlommodore 6'i version 
gives yoLi 500 lines of iO-coliimn 
editing space. You c;m write and edit 
in the same mode. You can move 
around the document using the cur- 
sor controls, control codes to move 
by word or paragraph, or the GO 
menu to go to a certain place (line 
nimiher, top, bottom, etc. ) 

liditing can be done in either the 
Insert mode, where an)' character you 
type in the middle of the text pushes 
all other text to the right, or Over- 
strike mode, where typed characters 
overlay (replace) the previous char- 
acters. You can edit with wordwrap 
either ON or OFF. If wordwrap is ON, 
words are not .spHt at the ends of lines 
as they are in I-cisyScript, which 
makes for easier reading. With 
wordwrap OFF words are split, but 
tables arc easier to line up. You can 
toggle between these modes as often 
as yon like, and the CONTROL-X key 
sequence wilt reformat your entire 
text to match the current setting. 

"riie nilASE menu includes the abili- 
ty to delete a character, word, sen- 
tence, paragraph, line, rest of the line, 
rest of document, all of document, or 
a block that you define with the cur- 
sor, 'llie tab menu allows you to set 
and clear normal and decimal tabs. 
The CAIX; menu permits you to use a 
five-ftinction calculator independent 
of your document (when your spouse 
asks you to balance the checkbook in 
the middle of firing off a letter to the 
editor), as well as adding up rows and 
columns of numbers in your docu- 
ment. A double menu of features al- 
lows eiLsy access to your printer's Spe- 
cial features, freeifig you from 
remembering the proper codes to un- 
derline, italicize, enhance, double 
print, etc. Formatting your document 
for printing is easily accomplished 
from the LAYOUT menu, where mar- 
gins, comments, headers and footers 
(up to two lines cacli with automatic 
page nutnbering starting with a num- 
ber you can .specify), centering and 
justification can be accessed. 

The SliT menu will toggle Insert 
mode and wordwrap, as well as pro- 
viding access to file linking and the 
powerful search menu. A search can 
be made for any word or phrase, ei- 



ther by exact match or ignoring up- 
per/lower case differences, either for- 
ward or baclavard in the document. A 
search-and-rcplace feature permits 
substituting some or all occurrences 
of a phrase with another phrase. 

Tlie AREA menu handles all of the 
cut/paste options. A block of text can 
be identified, then copied or moved 
to another part of the document. Ilie 
Ta!>le command in the ARFA menu 
allows you to nnjve columns of a ta- 
ble left or right, up or down. I)y defin- 
ing a block using the AREA menu, the 
DOCUMENT menu will allow you to 
save that block as a specific file on 
disk, making it easy to file and re- 
trieve standard paragraphs, Hesitles 
supporting loading, saving, and re- 
placing of files, the DOCUMENT 
menu provides disk directories and 
utilities, as well as supporting the ap- 
pending of information to an existing 
Ilie on disk. You can build a file of 
standard paragraphs (boilerplate) 
right on the disk without ever having 
k)aded it into memory! 

The spelling checker included with 
the Superscript package is also ac- 
cessed from the DOCUMENT menu, 
and is a breeze to use. The document 
in memory is checked, and words not 
foimd in the dictitmary are highlight- 
ed, one at a time, in alphabetical or- 
der (not the order they appear in the 
document). You can accept the word 
the way it is, ignore it, change it, or 
add it to the dictionary. It's extremely 
fast in operation and quite simple to 
use, especially compared to spelling 
checkers which mu.st be loaded sepa- 
rately. 

Finally, we come to the i'RINT 
menu, which of course lets you print 
your document. This menu also per- 
mits you to vie^v your document on 
the screen, exactly lls it will appear on 
paper. If you are using a 40-column 
screen and you have your printout 
margins set at columns 5 and 75, you 
use the cursor controls to slide your 
40-column viewing window over the 
document. In this way, you can sec 
the exact layout of your final output 
before one dot of ink is committed to 
paper, 

'Hie print menu also supports litik- 
ing files (giving you a theoretically 
unlimited document length if ytm're 
willing to swap disks), mail merge, 
printing from a specific page number. 



output to disk, and printing only the 
odd or even pages. 

Extra Features for tlie 128 

As if all this isn't enough. Super- 
Scrip! for the Commodore 1 28 has 
extra features. First of all, you have 
your choice of working in either 40 
or 80 columns. You can switch be- 
tween the 40/80 modes at any time, 
but you must be careful to save your 
text, since switching modes erases 
the memory, 'llie text area size is larg- 
er on the 128 (999 lines in 40-col- 
umn mode and 726 lines in 80-col- 
umn mode ). And Superscript for the 
1 28 makes use of all the keys on the 
128 keyboard, including li.SC], CAPS 
l.Ot^K, and the numeric keypad. 

Perhaps the most interesting fea- 
ture of SupetScript 128 above and be- 
yond Superscript 64 is that the 128 
version contains not one, but two 
separate text areas, Tliis second area 
is 509 lines Itmg in 40-column mode, 
and 254 lines in 80-column mode, 
You can use the second text area to 
store unused paragraphs, or even edit 
two separate documents concurrent- 
ly. The second text area is also used 
to load SuperBase 128, which can re- 
side in memory at the .same time as 
Superscript 1281 Tlie combination of 
these two "Super" programs makes a 
really powerfiil integrated package 
for your Commodore 128. 

Final Analysis 

In his "Buyer's Guide to Word Pro- 
cessors" in the November/December 
1985 issue of C.oninuHlori' Micro- 
computers, Donald Maxwell created a 
table of word processor features. He 
divided the features into three 
groups: Standard Features Every 
Word Froces.sor Should Have; Extra 
Features of Full Featured Word Pro- 
cessors; and Fancy Stuff Found in 
Only :i Few Word Processors. Let's 
see how Superscript comjiares. 

Superscript has all the Standard 
Features. In the Extra Features sec- 
tion, the only place where Super- 
script is lacking is that it will not 
automatically prevent what are 
known as widows and oq>hans — a 
single line of a paragraph appearing at 
the ver)' bottom or ver\' top of a page. 
You can, however, correct this your- 
,self while previewing your document. 
On the third list. Fancy Stuff, Super- 
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Script docs pretty well, but the "defi- 
ciencies" deserve some comment. 

Superscript has no delete buffer. 
Once you delete text, it's gone. It also 
won't alphabetize Hsts, except that 
the spelling checker will produce an 
alphabetized list of all the unique 
words in your text, alotig with the 
number of times they're used. Super- 
Script will allow 80-coliimn typing 
and editing, although this is extreme- 
ly inconvenient to use on a 40-col- 
umn screen. The recommended 
method is to type, edit, and spell- 
check in 40-column mode, then pre- 
view the final format in 80 columns. 
Superscript docs not provide for ke\- 
clicks, but it does beep at you on 
errors and when your intention is 
needed In cases where you could in- 
advertently delete your text. 

Superscript ^■ill not print from cur- 
sor location, nor does it provide alter- 
nate character sets. It will allow you 
to access your printer's alternate 
character sets, if they exist. Double- 
column printing is not directly sup- 
ported, but by careful use of margins 
and the column move feature, you 
can get a double-column output. 

Superscript will not change text 
file t)'pes between SHQ and FRG, but 
it will pick up EasyScript files with a 
minimum of changes. Tlie text docs 
not appear on screen while loading, 
and Superscript works only with disk, 
not cassette tape. It employs no fast- 
loading techniques other than the 
auto-booting on the 1 2S and quicker 
loading on the 1571 disk drive. 

All in all, these "detlcieneies" are 
extremely minor when you consider 
the overall power and flexibility of 
this program. In my opinion, it is bet- 
ter than the word processing capabili- 
ty of Symphony on the IRM PC], oper- 
ates visibly faster (except Cor disk 
access), and costs a mere fraction of 
the price. Superscript is a fantastic 
word processor for anyone who al- 
ready has hands-on experience with 
word processing. 

In the printing field, a subscript is a 
notation that goes a bit below the 
normal line of text, and a superscript 
is text that is on a higher level than 
the rest. Superscript, the word pro- 
cessor for the Commodore 128 and 
Commodore 64, lives up to its name: 
It exists on a htglier level than those 
around it. Q 



Billboard 
Maker 

Computer: Commodore 64 
Publisher: Solutions Unlimited 

P.O. Box 1 77 

Dobbs Ferry, NY 10522 
Medium: Disk 
Price: S44.00 

iVather than competing with estab- 
lished graphics programs, Biilhoard 
Maker wisely opted to enrich them. 
In this program, graphics are first Im- 
ported from other popular graphics 
programs like Doocile, Kocilei, Com- 
puterEyes, and Blazing Paddles, then 
enlarged — offering printouts up to 
rvvo-and-a-half by four feet! 

llie program Is divided into three 
main rooms; Photo I^b, Typesetter, 
and Printing Press. Traveling througli 
each room is quick. With the excep- 
tion of frame choice and font, the en- 
tire program is resident in memory. 

The manual and menus arc tutorial, 
walking you through each room and 
introducing its options. Room options 
include selecting from four frame 
overlays, three fonts, three printout 
sizes (standard, sign and mural), in- 
verting (for ironing on tee shirts), and 
negative image (white on black) 
printing. The cursor moves you to the 
option of your choice. Future font/ 
symbol disks as well as frame choices 
are in the works. 

Billboard Maker offers extensive 
flexibility in designing the finished 
layout. For instance, micro adjust- 
ments allow your picture or text to 
be cropped or shifted within the 
frame. Another of the program's mer- 
its is the "Optimizer." After a graphic 
is blown up to exaggerated propor- 
tions, the image becomes noticeably 
grainy. To fiU in the spaces, toggle the 
Optimizer to avoid pimply printouts. 

Messages arc composed over the 
background graphic by transferring 
the type from a "font" to a "layout" 
plate, one letter at a time. After 
choosing the typeface (font), you're 
presented with a full screen of alpha- 
/numeric characters in that font. Pick 
a letter or symbol by enclosing it 
within movable brackets, press Rl;- 




Billboard Maker 
enlarges graphics 
imported from other 
programs to up to 
two-and-a-half by 
four feet 



TURN, and you are at the layout plate. 
Using the cursor keys, move the letter 
to its location and again press RE- 
TURN. Any copy can be saved on a 
separate working disk, so your cre- 
ative efforts can be preserved. 

Printing is straightforward, consist- 
ing of simple menu choices followed 
by a lot of patience while your printer 
churns out the copy. Sign and mural- 
size graphics are printed on linked 
strips requiring you to match and at- 
tach them afterwards. You have the 
choice of printing all or only selected 
strips. Obviously, a program like this 
can make a printer old before its time. 
Proper precautions to avoid printer 
overheating are sprinkled throughout 
the manual. Heed them. 

The program disk uses a full 245 
blocks, leaving only 11 free. It loads 
in just 45^ seconds with Epyx's Fast 
load; without, it takes about two and 
a half minutes. 

Billboard Maker is well crafted and 
easy to use, especially considering its 
size and versatility'. It's a perfect com- 
plement to the limited text-handling 
and printout options of popular 
graphics programs. Q 
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Rotate Sprites 

for the Commodore 64 

XXave you ever wanted to rotate a sprite througli 90 
degrees or flip it around a horizontal or vertical axis, but 
did not do so because of the work involved in redesign- 
ing the sprite? The accompLinying program uses one set 
of sprite data, translates it back into binary if necessary, 
and calculates new data to make your sprite do an 
about-face, make a right turn, or stand on its head. 

Options 1 and 2 in the program rotate the sprite 180 
degrees around a vertical or horizontal axis, respective- 
ly, by switching data within the 2 1 rows and 24 columns 
of the original sprite grid. Option 1 switches from left- 
most columns to riglitniost columns and option 2 from 
topmost rows to bottommost rows. Both rotations could 
be achieved by doing two 90-degree rt>tations, but the 
90-dcgree rotations are slower 

The code for the 90-degrec rotation adjusts for the 
fact that the 24-by-21 sprite grid is not a perfect square. 
The data in the 2 1 rows of the original sprite is read into 
21 columns for the new sprite. Program option ^ dupli- 
cates three of the colunms within the t)ld sprite at 
regular intervals in the new one. Program option -i 
transfers the 21 old rows into 21 columns and leaves 
columns 22, 23, and 24 of the new sprite blank. 

Tlie fact that the 24 columns from the old sprite will 
not fit neatly into 21 rows of the new is also dealt with 
in two ways. Option 4 in the program deletes the three 
rightmost columns. Choose that option if those etilutuns 
were blank in the old sprite. Option ^ drops ever)- 
ciglith column from the old sprite so that data is not lost 
off the right of the old. 

Replace the data at the end of the program with your 
own data and find the best option for your sprite. O 

Bdbfc typing lliis program. lail "Hw to Enter Prognms" and "llow to Vx the Maguinc 
Entry Program" TIk RVilC pn^nnis in this nugmnc are ai-JilaWc on disk k<m Loidsur. 
P.O. Bo!t 30007, Shrrvcpon, U "l I.W4XX)-. 1«»-8M:694. 

Sprite Rotate 

FOR 1=53289 TO 53293:POKE 1,0 

:NEXT'FQXD 

POKE 53269, 0:PRINT" [CLEAR] 

THIS PROGRAM TAKES DATA FOR 1 

SPRITE'"CISL 

PRINT" [SPACES] AND CALCULATES NEW 

DATA" 'BAHG 

PRINT"TO PUT SPRITE IN DIFFERENT 

POSITIONS." : PRINT 'CBTL 

PRINT: PRINT"TO USE ON YOUR DATA" 

:PRINT"REPLACE DATA AT END OF 

PROGRAM" 'DCAQ 

PRINT" [SPACE6]WITH YOUR OWN DATA" 

: PRINT 'CBBJ 

PRINT"HIT A KEY TO CONTINUE" : PRINT 

:PRINT"THE SPRITE WILL APPEAR AT 

LEFT" 'DCJT 

GET K$:IF K$=""THEN 80'EHFI 

BY=21:DIM B(2L,3) ,F{21,21) ,U(21,3) , 
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This little program 
automatically recalculates 
sprite data so you can rotate a 
sprite without having to 
redesign it 
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V=53248:J=0: 
:FOR K=l TO 
READ B{I ,K) : 
:NEXT :NEXT 



A(24,24) ,RO(24,3) ,SP(75) , 
SPS (75) 'CMBS 

FOR 1=1 TO BY 
3' ISOE 

SP(J)=B{I,K) :J=J+1 
:GOSUB 430'HDKG 
PRINT" {CLEAR, DOWN 3, RVS] 1 [ RVQFF ] 

TO FLIP RIGHT TO LEFT"'BACF 
PRINT" [RVS] 2 [RVOFF] 

TO FLIP UP TO DOWN [SPACE3] "' BAEE 
PRINT" [SPACE4] TO ROTATE 90 
DEGREES "'BAGF 
PRINT" [RVS] 3 [RVOFF] 

SPREAD DATA EVENLY OVER ROW & 
COLUMNS" 'BABL 
PRINT" [RVS] 4 [RVOFF] 

STRIP DATA FROM RIGHT OF 
SPRITE" 'BAXL 
IF SB>4 THEN STOP'EDJF 
GET K$:IF K$=""THEN ISB'EIDH 
IF ASC(K$)<49 OR ASC(K$)>52 THEN 
1B0' HPPL 

PRINT" [CLEAR] ":B=VAL(K$) 
:TIS="0000O0":ON B GOTO 210,270, 
300,300'GCFH 

FOR 1=1 TO BY:FOR K=l TO 3 
: S=B(I ,K) 'HQLF 
FOR P=7 TO STEP -1 
: PRINT" [HOME, DOWN 3] "T1$'GILD 
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230 IF 2"P=<S THEN F ( I ,4-K) =F { I , 

4-K)+2"(7-P) : S=S-2"P'0CC0 
240 NEXT :NEXT:NEXT'DCYB 
250 J=0: FOR 1=1 TO BYiFOR K=l TO 3 

:SP(J)=F{I,K) :J=J+1: NEXT: NEXT' MEBP 
260 GOSUB 430:GOTO 120'CHVE 
270 J=0: FOR 1=1 TO BY : PRINT" [HOME , 

DOWNS] "TI$: FOR K=l TO 3'IPKL 
280 U{I,K)=B{BY+1-I,K) :SP(J)=U(If 

K) ' ECCN 
290 J=J+1:NEXT :NEXT:GOSUB 430 

: GOTO 120'GNBL 
300 Q=BY: FOR I=BY TO 1 STEP-1 

:PRINT" [H0ME,D0WN3] "TI$ 

:FOR K=l TO 3 : S=B ( I , K) ' LAQK 
310 FOR P=7 TO STEP-1 

: A( CK-1) *8+8-P,BY+l-Q) =0'MVBK 
320 IF 2"P< = S THEN A ( {K- 1) *8 + 8-P, 

BY+l-Q) =1:S=S-2~P' PYKO 
330- NEXT P: NEXT K :IF B=4 THEN 

360'FJGF 
340 IF I/7<>INT{I/7) THEN 360'HJRH 
350 Q=Q-1:F0R T=l TO 24 

: A(T,BY+I-Q)=A(T,BY-Q) :NEXT T'KDJF 
360 Q=Q-1: NEXT I ' DFCG 
370 J=0:Q=1: FOR R=l TO 21'FKTJ 
380 IF B=3 AND R/7=INT ( R/7 ) THEN 

Q=Q+1'KLP0 
390 FOR C=l TO 3:RO(R,C)=0 

:FOR P=7 TO STEP-1 'JRDP 
400 IF A(Q, (C-1) *8+8-P) =1 THEN RO(R, 

C)=R0(R,C)+2"P'KEUL 
410 NEXT P:SP (J) =R0(R,C) : J=J+1'ESKG 
420 NEXT C:Q=Q+1:NEXT R: GOSUB 430 

:GOTO 120'GPOG 
430 PRINT" [CLEAR] " : SB=SB+1 

:PW=PW+2" (SB) :POKE V+21,PW 

:POKE 2040+SB,220+SB" LLNR 
440 FOR N=0 TO 62:POKE 14080+64*SB+N , 

SP{N) INEXT' IWCM 
450 PRINT" [CLEAR] ":POKE V+ ( SB*2) , 4 0*SB 

:POKE V+ (SB*2+1) ,50' JXWO 
460 PRINT" [HOME, D0WN3] ENTER [RVS]Y 

[RVOFF] TO SEE DATA"'BAGK 
470 GET K$:IF KS=""THEN 470'EIFJ 
480 IF K$<>"Y"THEN 530'EFVJ 
490 FOR N=0 TO 62 STEP 9 

:FOR M=0 TO 8 : SP$ (N+M) =STR$ (S P 

{N+M) ) 'LABT 
500 PRINT TAB(4*M) ;SP$ (N+M) ; :NEXT 

•.PRINT: NEXT'HPAG 
510 PRINT:PRINT"HIT ANY KEY TO 

CONTINUE" 'CBNH 
520 GET KS:IF K$=""THEN 520'EIBF 
530 PRINT" [CLEAR] ": RETURN 'CBTD 
54 DATA 0,0,0,0,0,0,0,0,0,0,0,0,16,0, 

0,60, 0,0, 126, 0,0'BUJL 
550 DATA 239,0,0,135,255,224,7,255, 

240,3,255,252,3,255,247,1,254, 

227'BJVP 
560 DATA 1,249,230,1,225,96,1,34,96,1, 

36,224 ,1,242,128,0,8,128,0,0,0,0, 

0,0' BPMR IHP 
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QxiantuniLink 
Capsules 

Skeptical of shrink-ivrapped 
promises in packaged programs? 
Here's one solution— try it before 
you buy it on the QuantumLink 
telecommunications network 

XJcfore you buy selected software packages, you may 
want to ti^' them out in demo form using Quantuml.ink's 
.Stjftware Previews section. This service is so advanced 
it's simple. Here's how it's done. 

After you log onto QLink, go to the (Commodore 
Software Showcase and choose Software Previews. 
You're offered a choice of about 30 programs in three 
categories (entertainment, education, and enrichment) 
from over 20 manufacturers. 

Scan the list, select one, and read the brief descripticm 
of the pmgram. The Preview menu also coniaitis a com- 
ment section, so check this for prior users' comments 
and evaluations of the program. Still interested? O.K., 
let's download it. 

Have a formatted disk available. It doesn't have to be 
newly formatted, hut make sure you have enough room 
left to capture the downloaded program. The sixe of the 
program is slated in kilobytes (one of Cummotlore's disk 
blocks holds about 256 bytes), along with the down- 
loading time at both 300 and 1 200 baud. 

just follow the simple prompts to begin downloading. 
Once it's underway, messages tlash on-screen, keeping 
you informed of the dowmload's progress. 

'llie downloading is completely automatic. QI, ink's 
.system docs all the work, inc hiding error checking, and 
declaring when all is done. Afterward, simply type in 
LOAD "Program Name", 8,1 and that's it. If you should 
forget the name, just list your disk's directory. 

Understand that you receive a representative module 
of the soft^'arc — a sample — not the whole progratn. But 
the module runs independently, since it's actually a 
complete mini program. 

Avoid disappointment or gambling with your software 
dollars by previewing the program first. Then, if you're 
satislied — buy it. Ordering instructions are included on 
QLink. Sometimes a bonus discount is offered if you 
mention seeing it on the QLink network. 

Speaking of cost, QI. ink's tm-line charges are relatively 
low. The basic fee is S9.95 a month, which gives you 
access to many of the services. Additional services are 
available for a low connect-time charge of six cents a 
minute, 

QuantumLink i.s the only Commodore-specific tele- 
communications network presently available. Por infor- 
mation concerning its complete services, contact Quan- 
tum Ccmiputer Services, 800-392-8200. Qj 
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Fast Sprites 

for the Commodore 64 

JL his utility lets BASIC prograniiiicrs movL- sprites 16 
times faster than norma! without using anv PFEKs or 
K)KI'S. 

The "FiLst Sprite" program at the end of this article 
provides 128 new commands for moving sprites in your 
programs. Ttie syntax is: 

iLstcrisk sprite# direction 
There are 16 possihlc directions for a sprite to move, 
labeled A through P, as shown in Hgure 1. So the com- 
mand '"lA," for example, would move sprite # 1 up one 
position. 

You can also use more than one command in a row, 
like this: 

MA'2li*3I'''iA 

III an Il-'-THIiN statement, a colon must be used after 
THHN, like this: 

n'A = 5THKN;*lA 
This command would move sprite #1 up if the variable 
A were equal to live. Qj 

Bcftift ijping ihis pruftram, rtjil ■!(»« tti Enicr i'rosrams" and "H(m- (o lijc ihc MagHinc 
Entr) ftopnni.' the BASIC pfii(;rjmi in ihL', niityjin< arc aviilahic (iit (Dsi (torn Uadiur. 
P.O H4)X 5W, aimtpin, l.\ ■'1 1 JO-fWO^. 1WNIK5I -2(191. 

Fast Sprites 

1 PRINT " ICT,KAR] POKING-"; 'BBYC 

5 S = 491S2:E = 49520 'CNMll 

6 FOR P=S TO E'DDPG 
10 READ A$*BCKW 

L = rtSC(MIi)$ (A$,2, 1) ) 
H=ASC(MID$ (A$,l,l) ) 
L=L-48:IF L>9 THEN 
H=H-48:IF H>9 THEN 



2fl 
30 
40 
50 
55 



;T=T+L' PPRE 
;T=T+H' FPIF 
L=E-7 'HKVH 
[i = H-7 ' HKHI 



B=H*16 + L:IE' B> = AND a<256 THEM 
60' JOTP 

5 6 IF E=4 9520 THEN PRINT" ERROR IN 

LINE" INT ( {P-S) /8) fl0H0:CND' JSJU 
57 PRINT"ERROR IN LINE" INT (( P-S ) /8 ) 
■Hl04 7:END'GMFR 

6 PRINT" [HOME, RIGHT 12] "P; 'BCVE 
70 POKE P,B:NEXT'CERF 

80 IF E=49520 THEN S=12288 : E=l 2350 

:GOTO 6'GVQM 
90 IF T048197 THEN PRINT"ERROR IN 

DATA": STOP 'GHXN 
95 PRINT"Oi< DONE"'BABM 

97 PRINT"PRESS SPACE TO SEE DEMO OR 
[BACK ARROW] TO END"'BADV 

98 GET A$:IF A$=""THEN 98 ' EHYg 

99 IF A$="[BACK ARROW] "THEN END'ECPR 
10 REM EXAMPLE PROGRAM 'BODY 
110 POKE 53269,255; REM ENABLE ALL 

SPRITES 'CBSD 
120 FOR 1=2040 TO 2047:POKE I,192:NEXT 

: REM DATA FROM BLOCK 192'GIKI 
130 FOR 1=53287 TO 53294:POKE I,1:NEXT 

: REM SPRITES WHITE 'GEOI 



^JDJ-^ 




Move sjmtes 16 times faster than 
normal without using any 
PEEKS or POKES 




132 POKE 53281,0: REM SCREEN 
BLACK 'CTTF 

135 SYS 49152: REM ENABLE 
FAST/SPRITE'CXUK 

136 T=TI'BDMF 

137 FOR 1=1 TO 1000'DGSI 

140 *0A*1B*2C*3D*4E*5F*6G*7H' IQGI 
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150 NEXT'BAEA 






1326 


DATA 


4C,E7,A7 


28, 


20 


73,00 


38 


BXJG 


160 PRINT" {CLEAR, WHITE] 






1027 


DATA 


E9, 30,30 


-F4, 


C9 


08,10 


F0 


BXWH 


TIME ■ 


."TI-T'CDDF 






1028 


DATA 


0A,AA,20 


73, 


00 


38, E9 


41 


BXKI 


1000 


DATA 


A2,C7,A0,C0,8E,08,03 


,8C 


'BXYX 


1029 


DATA 


3 0,E5,C9 


51 


10 


E2,0A 


,A8 


BXGJ 


1001 


DATA 


09,03,60,A9,E4,8D,08 


,03 


'BXJY 


10 30 


DATA 


B9,16,C0 


,80 


36 


,00, B9 


,17 


BXUB 


1002 


DATA 


A9,A7, 80,09,03, 60, 05 


,C1 


'BXWA 


1031 


DATA 


00,80,37 


00 


20 


02, CI 


,4C 


BXYC 


1003 


DATA 


08, CI, 11, CI, 17, CI, 20 


,C1 


'BXBB 


1032 


DATA 


C7,C0,6C 


,36 


00 


40,03 


,00 


BXNO 


1004 


DATA 


23,C1,2C,C1,32,C1,3B 


,C1 


'BXIC 


1033 


DATA 


20,C3,C0 


,20 


91 


,C0,4C 


,C3 


BXUE 


1005 


DATA 


3E,C1,47,C1,4D,C1,56 


,C1 


' BXBO 


1034 


DATA 


C0,20,C3 


,C0 


4C 


,91,00 


,20 


BXRF 


1006 


DATA 


59, CI, 62, CI, 63, CI, 00 


,00 


'BXXE 


1035 


DATA 


91,C0,20 


,C3 


C0 


,20,91 


,C0 


BXEG 


1007 


DATA 


01,00,02,00,04,00,08 


,00 


'BXWE 


1036 


DATA 


4C,91,C0 


,20 


,91 


,C0,20 


,8D 


BXOH 


1008 


DATA 


10,00,20,00,40,00,80 


,FE 


'BXPF 


1037 


DATA 


C0,4C,91 


,C0 


,20 


,91, C0 


,4C 


BXBI 


1009 


DATA 


00,FD,0 0,FB,0 0,F7,00 


,EF 


'BXFH 


1038 


DATA 


8D,C0,20 


,8D 


,C0 


,20,91 


,C0 


BXDJ 


1010 


DATA 


00,DF,00,BF,00,7F,AD 


,10 


'BXAY 


1039 


DATA 


4C,8D,C0 


,4C 


,8D 


,C0,20 


,8D 


BXVK 


1011 


DATA 


D0,3D,38,C0,D0, 1A,DE 


00 


BXDA 


1040 


DATA 


C0,20,56 


,00 


,4C 


,8D,C0 


,20 


BXYC 


1012 


DATA 


D0,BD,00,D0,C9,FF,F0 


01 


BXYB 


1041 


DATA 


56,C0,4C 


,80 


,C0 


,20,56 


,C0 


BXID 


1013 


DATA 


60,A9,57,9D,00,D0,AD 


10 


BXHC 


1042 


DATA 


20,80,00 


,40 


,56 


,C0,4O 


,56 


BXME 


1014 


DATA 


D0,1D,38,C0,8D,10,D0 


60 


BXCD 


1043 


DATA 


C0, 20,56 


,C0 


,20 


,03,00 


,40 


BXSF 


1015 


DATA 


DE,0a,DO,BD,00,D0,C9 


FF 


BXRE 


1044 


DATA 


56,C0,20 


,56 


,C0 


,40, C3 


,00 


BXOG 


1316 


DATA 


F0,01,6 0,AD, 10,D0, 3D 


47 


BXWF 


1045 


DATA 


20,C3,C0 


,20 


,56 


,00, 4C 


,03 


BXVH 


L017 


DATA 


C0,8D,13,DO,60,FE,01 


D0 


BXOG 


1046 


DATA 


C0,00,7F 


,00 


,01 


,FF,C0 


,03 


BXQI 


1318 


DATA 


60, AD, 10, 00, 3D, 38, C0 


DO 


BXNH 


1047 


DATA 


FF,EO,0 3 


,E7 


,E0 


,07,09 


,F0 


BXBJ 


1019 


DATA 


10,FE,00,D0,F0,91,60 


AD 


BXGI 


1048 


DATA 


7,DF,F0 


,07 


,D9 


,F0,03 


,E7 


BXLK 


10 20 


DATA 


10, D0 ,1D, 38, C0, 8D, 10 


D0 


BXWA 


1049 


DATA 


E0,0 3,FF 


,E0 


,03 


,FF,E0 


,02 


BXKL 


1021 


DATA 


60 ,FE,0 0,D0,[iD,00,D0 


C9 


BXGB 


1050 


DATA 


FF,A0,01 


,7F 


,40 


,01, 3E 


,40 


BXAD 


1H22 


DATA 


58 ,F0,01,6 0, A9,01,9D 





BXZC 


1051 


DATA 


00,90,80 


,00 


,90 


,80,00 


,49 


BXME 


1023 


DATA 


D0, AD, 10, DO, 3U,47,C0 


8D 


BXKD 


1052 


DATA 


00,00,49 


,00 


,00 


, 3E,00 


,00 


BXTE 


1024 


DATA 


10, D0, 60, DE, 01,00,60 


20 


BXYE 


1053 


DATA 


3E,00,00 


r3E 


,00 


,00,10 


,00 


BXAF 


1025 


DATA 


73,00,08,C9,AC,F0,04 


28 


BXTF 


1054 


DATA 


END'BDOO 










EHD 




only 
$59,95 



A Revolution In Flying 
The MicroFlyte Joystick 

A unique product designed for use with FLIGHT 
SIMULATOR II to give you accurate and proportional 
controL Includes instant control Yoke, Throttle. Flaps, 
Brakes, Gun and Elevator trim. 
Other Features: 

• So Ft ware program drivers forottier Right programs available soon 

• Use with User generated BASIC programs 

• Use wilh User generated assembly language programs 
Now Available From: 

Microcube Corporation (703)777-7157 

P.O. Box 488 

Leesburg. VA 22075 



C-Of^ • VtC ■ BK*I'» • C-1EB- 



■ c-iB-» • naa'« • itr" • cbm" 



One disk. 25 business programs, S19.95 

TtiE Intelligent Software Package is the one product for your Commo- 
dore that can take care ol al! your data processing needs. 
CuBtomBrs writs: ". . . accobdBS far the authors. This is as sick a deal 
aslhaveseen and mare chsn adequece for gS except fancy presentscions. 
The best thing is the ease of use . . " 

"I have came to consider these programs among the most valuable 
pieces of software t own." 

There are no hidden fees for shipping or documentation, and no clubs to 
join. The package is not public domain software, and is sold only direct 
to customers by mail: it supports all uvoilahie printers, and wi3 run on any 
Commodore cornputer [except Amiga) with o minimum of 1 0k RAM, 
including the C-1 28 in C-1 2B mode. 
VVhat you get when you order the Package: 

Databasa — A completo deat^baso maty DBMarga— fecilitetes relational D/B 

ager. Ala fields cornpkjtefy LJSDr-doJinobla. applicatiors. 

C^ be used for any nrriaer of tos^s. mdd- DBStat^ DBStJte2--ari$ly£e D/B files . 

ingaccountffig, checkbook araJ tax records, ASCII — converts text files rto pro-am 

nnsing Ists, rv^rtory concrd. catalog maiv fAes. 

tenaoce, or as an electronic rotodei. A as- CtiKkbook— reconciles checkbock. 

ton-ier writes: '7 am espeaalty rnpresoed Inwntory— MantainB inventory fecords. 

yMjOBtetese, em liBve used It to replacs P»p»rHou»—a/R for paper route. 

nhs/f-doientxher'df^/^iase'-tyj^epro^yvng LoanAna^y^rt— avnputesrriarY:«t£rms. 

livid becnising." pnrtfl (schedutes. 

Ward PrDCBBSAr— A fiJ.fCAtut!d mcmu' fli lalmnn iiiinin !!■ I ij IMnii liii Jj 1 1 

atwen wcrtt processcr. ARowa fvJ contrti Dspraciaclcn — creates depracEBticn 

overrnarg^TS. specng, pagng. rdentatjon. schediiea. 

and justrficatJGn " 'Hi(/J^ ™oornmenoted ' ' — LabaJar— craates labe^. 

Mjdnrte Software Gaietta. "Pnovicfes flooc^ FIJa CopJar — coptes sequentiai. program) 

tescfesares," — Computs's Goiettc. files. 

Capycalc — An electronic spreadsheet. Corralatlan — cate^Jates statistical cor- 

"Ext^enlprogrBmforixxiQeting.gsiJfTvit- reratlon. 

ing, or any math-oriented use . . . wefi Also other Database and Word Pr-occssor 

WDft/lE^fnoney, H^^iV^cammenotetf."— ulilit«es. 

Midnits Sottwaro Gaiatta. j^ qrdap, send name, address, and 



noportGart-crealea form lettara, ma*n(j S1 3.95 to address betow. Reose spccifry 
lubte, bLc. rnnijinr [1341/1 S71/S[MOW010/2031 

napnrtMaraa-creatflB atntaments ^lA. aoSp di!!k, or casactte (cbotctw not 



™™eB. nvoilDblo tor Pkis A or C-ief. Add sa fur 

Basball StaU-compiiBB team battra crnditcard or COD orders: Calif, residents 

statistics. ..,,_, _, add6%.Mo personal checks f ronn outside 

ndB «- indexes W/P s text files . US A. A Bwriplug of progrem output is avail- 

Wordcount-eouits words r a text lite ^^^ ,^^^ j^^ ^t,„ ^ ^^ g„j ,,„ ;, 

WPConuaft — converts fdes to oti>er WP handy 1 

formats. rin A n DO 

Intelligent Software ssnAnseirm.cA 94960 

Oual cy Software since 1 982 (41 5] 457-B1 53 
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JIFFIES 



BY MARK ROBIN 



Variable Saver 

for the Commodore 64 

JL his is a sliort wedge program that can be used when 
yoit arc trying to debug a prognnn. When this wedge is 
nuining, aH hASIC variables are aiitoniaiieally saved and 
restored. You can stop a program ■AnL\ tlicii edit, delete 
or utid code witliout losing your v;iriahlc datn. If you 
restart the program with a RUN command, all variables 
will he reset. If you restart with a CKJTO command, 
howe\ er, the variables are restored and not reset. 

If your program uses a lot of string space during 
execution, type the following line before beginning lo 
edit. 

l'KINl*l'Rl-:(()) 

Strings which appear in your program in the form 
AS = "HHLl.O" should be changed to the form 
A S = III'.LLO" +" " if you want tlicm saved. 

To enable the variable saver wedge, type SYS 49152. 
To disable die wedge, type SYS 49193. t3 

Ikforf ijpiiij; iliis prosrara, rcid "How to Enter Programs" anil "How to Use ihc Mjgninc 
Knlrj- Pri)[(ram " TJif HASiC prijfy^ms in this magjiinc arc avallaMc on disk from luadslar, 
V.O. Box .-MKK)', Shrcvcpiirl, lA "I I.WOCMP, l-WK)H.l|.2()'M 

Variable Saver BASIC Loader 

PRINT " [CLEAR] POKING-"; 'BBYA 
P=49152 :REM $C000'CMXB 
READ A$:IF A9="END"THEN 95'EHHD 
L=ASC(MID$ (A$,2,l) > 'DLEE 
H=ASC{MIDS(A$,1,1) ) 'DLYF 
TH=TH+H:TL=TL+L'ELDH 
L=D-48:IF L>9 THEN L=L-7'HKVJ 
H=H-48:IF H>9 THEN H=H-7'HKBK 
B=H*16+L:IF B<0 OR B>25S THEN 
PRINT"ERROR IN";INT( (P-49152)/8) 
*10+100:END' PFKB 
PRINT" [H0ME,RIGHT12] "P; ' BCVG 
POKE P,B:P=P+1:G0T0 30'EKAJ 
IF TH=24106 AND TL=23153 THEN 
PRINT"DATA OK" : STOP ' HPJT 
PRINT"ERROR IN DATA ":STOP'CajQ 

18,A5,14,69,34,85,77,A5'BXIA 
15,69,00,85,78,A9,EA,85' BXCB 
73,85,74,35,75,A9,4C,85'BXWC 
76, 60, 00, 00, 00,00,00, 00 'BXBC 
00, 00, 00, 00, 00, 00, 00, 00 'BXHD 
00,A2,05,BD,A2,E3,95,73'BXFF 
CA,10,F8,60,E6,7A,D0,02'BXWG 
E6,7B,A5,9D,D0,0E,4C,79'BXJH 
00,AD,24,C0,F0,F3,20,ED'BXII 
C0,4C,3E,C0,A5,7A,D0,EE'BXTJ 



10 
20 
30 
40 
50 
51 
60 
70 
75 



80 
90 
95 



96 

100 

110 

120 

130 

140 

150 

160 

170 

180 

190 

20 

210 

220 

230 

240 

250 

260 

270 



DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 



20,79,00,C9,52,D0,08,A9'BXIB 
0,8D,24,C0,4C,3E,C0,C9'BXXC 
8 9,D0,0 7,A9,O0,8 5,9D,4C'BXLD 
57,C0,C9,30, 3 0,D3,C9,3A'aXME 
10, CF, 98, 48, 8 A, 48, AD, 24 ' BXCF 
C0,F0,0 3, 20,ED,C0,EE,24 'BXFG 
C0,.A2,07,B5,2D,9D,1C,C0'BXJH 
CA,10,F8,A5,31,85,22,A5'BXII 




Stop a program, in ot^der to edit 
i% without losing your variable 
data 





280 


DATA 


32 


85 


23,A5,33 


,85 


,24 


,A5 


BXTJ 


290 


DATA 


34 


85 


,2 5, 20, DA 


,C0 


,A9 


,00 


BXMK 


300 


DATA 


8D 


27 


,Cfl,8D,28 


,00 


,A0 


,00 


BXGC 


310 


DATA 


Bl 


22 


r91,24,20 


,D0 


,00 


,33 


BXSD 


320 


DATA 


A5 


22 


E5,2D,A5 


r23 


,E5 


, 2E 


BXBE 


330 


DATA 


B0 


,EE 


A5,24,18 


,69 


,01 


,8D 


BXRF 


340 


DATA 


25 


00 


A5,25,69 


,00 


,3D 


,26 


BXHG 


350 


DATA 


C0 


,68 


,AA,6B,A8 


r4C 


,3E 


,C0 


BXXH 


360 


DATA 


C6 


22 


A5,22,C9 


,FF 


,D0 


,02 


BXAI 


370 


DATA 


C6 


23 


C6,24,A5 


,24 


,C9 


,FF 


BXMJ 


380 


DATA 


D0 


02 


C6,25,EE 


,27 


00 


,D0 


BXUK 


390 


DATA 


03 


EE 


28,C0,60 


,A5 


2D 


,85 


BXNL 


400 


DATA 


22 


A5 


2E,85,23 


,AD 


25 


,C0 


BXGD 


410 


DATA 


85 


24 


AD,26,C0 


,85 


25 


,98 


BXVE 


420 


DATA 


43 


8 A 


48,A0,00 


,B1 


,24 


,91 


BXCF 


430 


DATA 


22 


E6 


22,D0,02 


,E6 


23 


,E6 


BXSG 


440 


DATA 


24 


00 


02,E6,25 


,CE 


,27 


,C0 


BXGH 


450 


DATA 


D0 


EB 


AD,28,C0 


,F0 


,05 


,CE 


BXSI 


460 


DATA 


28 


C0 


10,E1,A9 


,00 


,8D 


,24 


BXNJ 


470 


DATA 


C0 


AD, 


22,C0,85, 


33, 


.AD 


23 


BXQK 


480 


DATA 


C0 


85 


34,38,A5 


2D, 


ED, 


IC 


BXGL 


490 


DATA 


C0 


8D 


1A,C0,A5, 


2E, 


ED 


ID 


BXRM 


530 


DATA 


C0 


8D 


1B,C0,90, 


26, 


18 


AD 


BXYE 


510 


DATA 


IE 


C0 


6D,1A,C0 


85, 


2F 


,AD 


BXEF 


520 


DATA 


IF 


C0 


6D,1B,C0 


85, 


30 


AD 


BXKG 


530 


DATA 


20 


C0 


6D,1A,C0 


85, 


31 


rAD 


BXOH 


540 


DATA 


21 


C0 


6D,1B,C0 


85, 


32 


68 


BXTl 


550 


DATA 


A A 


68, 


A8,60,38 


AD, 


10 


00 


BXRJ 


560 


DATA 


E5 


2U 


8D,1A,C0 


AD, 


ID 


00 


BXQK 


570 


DATA 


E5 


2E 


8D,1B,C0 


38 


AD 


IE 


BXLL 


580 


DATA 


C0 


ED, 


1A,C0,85 


2F, 


AD 


IF 


6XUM 


590 


DATA 


C0 


ED, 


IB, 00, 85, 


3 


AD 


20 


BXEN 


600 


DATA 


C0 


ED, 


1A,O0,35 


31, 


AD 


21 


BXFF 


610 


DATA 


C0 


ED 


IB, 00, 85 


32, 


40 


,67 


BXDG 


620 


DATA 


CI 


END'BGYD 








END 
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THE 



AMIGA 

TECHNICAL REFERENCE SERIES 



The Creator's Edge 



THE AMIGA TECHNICAL REFER- 
ENCE SERIES from Addison-Wesley 
gives software developers and pro- 
grammers the key to unlocking the 
power and versatility of the Amiga 
Personal Computer 

Published with Commodore Business 
Machines, Inc., the series is written by 
the hardware designers and program- 
mers who actually created the Amiga's 
hardware, built-in-software, and user 
interface. C and assembly language 
examples throughout provide clear 
illustrations of Amiga programming 
concepts. Comprehensive, these man- 
uals are the definitive reference works 
for Amiga programmers. 



Titles include: 

AMIGA HARDWARE 
REFERENCE MANUAL 
Provides detailed descriptions of 
the graphics and sound hardware 
of the Amiga and explains how the 
machine talks to the outside world 
through peripheral devices. 




AMIGA ROM KERNEL 
REFERENCE MANUAL: 
LIBRARIES AND DEVICES 

Provides a complete listing and 
description of the Amiga's built-in 
ROM routines and systems soft- 
ware which support graphics, 
sound, and animation. 



AMIGA ROM KERNEL 
REFERENCE MANUAL: EXEC 
Provides a complete listing and 
description of the built-in ROM 
routines and systems software 
which support the Amiga's multi- 
tasking capatiiiities. 



AMIGA INTUITION 
REFERENCE MANUAL 

Provides a complete description 
of Intuition, the Amiga user inter- 
face. Numerous examples and 
illustrations show how to create 
applications programs that con- 
form to Intuition's guidelines. 



All four volumes in the AMIGA TECHNICAL REFERENCE SERIES are 

available in April through your Anniga dealer, and wherever computer books are sold. 



r\ Addison-Wesley 

Reading, Massachusetts • Don Mills. Ontario 



▼▼, 



* "" AM ICA ks a tra<temark of Commodore' Amlga« tnc. 






w 



f 




'to introduce you to ttie Commodore 6^R|66 style. Ifs called the Commodore 64Giiias on elegant 
' new look, and it comes packaged witti some great software, Internally, however, ifs stilt the same computer we 
all know so well— the computer that so many ol us grew up on— the old triend that brought computer literacy out of the 
engineering labs and data processing departments and into our homes. It's still o Commodore 64. The some logic 
board, the same keyboard, the same ports. So don't be fooled by that suave exterior. 

But we've oil become more sophisticated in our understanding of computers since the 64 was introduced four years 
ago, So Commodore thought it was time to give its best-selling computer a new look that better reflects what it really 
Is— a sophisticated piece of equipment for a sophisticated user 

Not only that, but this '86 model comes packaged with 6f OS software— a "desktop"-style operoting systerr " 
lets you use icons ond windows to run a word processor (geoWrite) and drawing system (geoPaint), with moi 
applications to come. (GfOSwas previewed in the I^ay/June Commodore Microcomputers.) In addition, Commodore 
Is including QuantumLInk telecommunications software and on educational package with the 64C. ^j, 

This contemporary 64 should begin appearing in stores within the next tew months. Watch for it. 'W 
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wMii «ti*c«ion 



QuontumLInk telecommunlca 
software Is pott of fhe 64C pad 




A mouse will be avallabte lor the 
64C, 10 old in controilino GEOS-basiti 
sottwoie. 



EPOWERPLAV 67 



EGRETS OF A COMPUTER ARTIST 



Miclael Kosalia, 

cDniputer arlist 

witti W, worked 

on trie iPBptiics 

for Smmr Sams It 



BY KELLYN BEECK 

Every artist has a few secrets, and 
computer artists are no exceptions. Tfiey 
have invented dozens of personal tricks 
and techniques whicl} tl^e}' use with 
dazzling restilts. This how-to article is a 
chapter from a book in progress called 
Creative Graphics: 101 Secrets from Computer 
Artists. 

lac Man gave many Americans their infroducfion to 
computer games. For artist Mictioel Kosaka, it was Pie 
Man. 

Kosal<a, now o computer groptiics onimator at Epyx 
Incorporated, had a job installing burglar alarms in the 
Son Francisco area in 1 981 when a friend showed him a 
computer. "I was immediately intrigued by ttiis wonderful 
machine," he says, "so my friend and I started working 
together and we wrote a game called Pie Man " 

Pie Man is now a resident of the Smithsonian Institution. 
Penguin Soffwore published the game in 1981, and when 
ttie Smithsonian later asked publishers to donate copies of 
ttieir first software releases. Pie Man had its ticket to the 
national shrine. 

Before moking the adjustment tram traditional art to 
computer grapfiics, Kosaka had spent years painting peo- 
ple and landscapes around California. "The computer is a 
whole different medium," he explains. "You can't opply 
certain things that you can on a sheet of paper. A dog, tor 
instance, can't always be described in detail with two 
eyes, two ears and a tongue lolling out the side of its 
mouth. You often have to suggest the details of objects, 
making the viewer's mind fill in what can't be portrayed on 
the screen." 
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You can paint the title screen 
from Rescue on Fractalus using 
any graptnics ppogram, and 
following these eight simple 
steps. 

Now a veteran electronic artist, he says the quirks of 
computer graphics should be seen as features— things 
you con use, instead of obstacles standing in your woy. 
He also suggests collecting reference material: art books, 
catalogs, travel brochures, illustrator's guides and maga- 
zines filled wilh pictures, Life is among his favorites. 

"Then," he says, "if you need to draw a fish or a car, 
you con go find a picture of one. You can't just draw what 
your mind thinks looks like a car. You need to go look at a 
car, study it carefully, and then try to draw it." 

Kosaka became employed as a professional computer 
artist after the publication of Pie Man, working first for Data 
Age, later for Atari and finally at Epyx. His work has 
appeared in VCS and home computer versions of popular 
games like Crystal Castles, Track and Field, Summer 
Games II and G.l. Joe. 



Rescue on Fractalus 

The computer game Rescue on Fracfalus was devel- 
oped by Lucasfilm Limited, ttie motion picture company 
owned by Star Wars creator George Lucas, Whien Epyx 
prepared ttie Commodore 64 version of ttie game for 
release, KosQl<a got ttie assignment of creating a title 
screen. 

Using a Commodore 64, KoolaPod drawing tablet ond 
Koo/oPtJ/nf software, the artist went to work. Several hours 
later, Kosako felt satisfied with the results: The title screen 
was simple, yet appealing. 




Using any grapltlcs package, m can create a title screen \M tliis 

one lollQwing six tiasic steps. 

This demonstration shows you how to "painr Kosaka's 
title screen using almost any popular graphics program. 
The picture includes the title of the gome and sets the 
scene. Six steps demonstrate how to combine art and text, 
applying a tew tricks along ttie way. 




Step 1 : Starting with a black screen, draw on orange 
circle on ttie left side of the display (your painting software 
should hove a command ttiot will draw the circle for you.) 
This will be the background shape defining the planet 
Fracfalus. Make the circle too large to fit completely in the 
picture— this gives the planet greoter presence and sug- 
gests its enormous size. If you drew Fracfalus small 
enough to fit within the confines of ttie screen, if would 
have far less impact. Position the right edge of the disk 
about two-thirds of the way across the screen and leave 
room at the bottom for the credits, 

Kosaka explains ttiat orange is a good background 
color because it makes the planet look more exotic. 
"Greens or blues would make it comfortable and earthlike, 
and oil the other colors were too flat or too garish for this 
picture. I wanted a volatile-looking planet with hot colors." 




Step 2: Add gray shading to give the ptanefs surface a 
curved appearance. The light source will be on the right, 
so the shading must look darker on ttie left side of the 
planet. Starting with solid gray at the left edge, gradually 
make the shading less solid as you go to the right Near 
the right edge, ttie potches of gray should be no larger 
than three or four pixels. 

The gray patches on the right side of the planet will 
appear a bit lighter than the solid gray on the left— large 
areas of color on o computer screen have more chroma, 
or color intensity, than smaller areas. In this picture, the 
effect helps support the illusion of light hitting the right side 
of the planet and shade dominating the left. 

To suggest mountain ranges, leave two bands of or- 
ange near the middle, where the planet is making the 
transition from night to day. Etecouse Fracfalus has ex- 
tremely rugged terrain, neither of the two areas, gray or 
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orange, should be completely solid. Distributing dark 
potcties on ttie sunlit side of the disk and spots of light in 
the gray, shaded area helps give the planet an uneven, 
natural appearance. 

Now add touches of dork red to the intermediate area of 
shading. A trick Kosako uses \n\\\ help you accomplish 
this. He calls the technique "sponge painting." To make a 
"sponge," pick on area in the middle of the planet and 
change about half of the gray and orange pixels to dark 
red, creating a random pattern. Then use your painting 
software's "copy" command to make a small copy of the 
area. The copy should be a rectangle four pixels wide and 
eight pixels high. This will be your sponging block. 

Now "paste" or stamp the block into the picture next to 
the original rectangle, overlapping it slightly. Paste the 
copy two more times, always overlapping the last impres- 
sion. Avoid creating o regular pattern — you don't want the 
effect to look like the tiles on a kitchen floor. 
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^ to ttte supIacE. 



"Sponge painting" creates an 
irregular patter^n that makes 
the planet look more natural. 

middle third of the planet, from top to bottom, taking care 
to leave the patches of gray as untouched as possible 
(limit the sponging to the orange areas). 

Step 3: To add texture and shading to the right side of 
ttie planet, blend tfie groy into the red with touches of dark 
brown. 

Using a "zoom" or close-up command, add brown 
pixels next to some of the gray pixels. The brown should 
be placed on the left side of the gray to enhance ttie 
shading effect. 

Add a few brown streaks to suggest mountains. Be sure 
to 'leather" the edges of every patch of color in the picture, 
including the areas of gray. 




"Feittiep" tli8 edges of every 
patcli o( color, oslng Mz 
tedioiqiie, piiel by pixel. 
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Step 3: Using a "im," add 
hrown pixels next te some ol 
ie gray pixels. 



After three uses of the stamp, make a new copy. Over- 
using the same stamp con also cause patterns to appear. 
Pick a spot in the middle of the area you were sponging to 
make the new copy. Paste the new copy into the picture 
two or three times as before. Continue sponge painting 
until you have added the dark red touches throughout the 
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"When I got to this point," Kosaka exploins, '1he or- 
ange spots in the shaded area started to look too bright, so 
I decided to change all of the orange pixels in the left-hand 
third of the planet to brown, I also scattered a few brown 
pixels in the middle, but only single pixels, The large 
patches of brown are fesfricted to the right side of the 
disk." 

Step 4: To complete the shading effect, highlight ttie 
edge of the planet closest to the sun. Use the sponge 
technique to add light red in o band all the way around the 
edge, making the band about eight pixels wide at the 
center and tapering it to a single pixel at the top and 
bottom. 

Now use the close-up mode again and go over the 
entire planet piece by piece, removing any box shapes left 
by the rectangular "sponge." Try to create the rough, 
uneven appearance of nature. 
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Step 5: Draw the letters in ttie tille, referring to the 
example. Because of ttie detail in ttie planet, you may find 
it eosier to create ttie title first on a blank screen, pasting it 
into the picture when complete. Drow the letters in yellow, 
adding a vertical band of white to the left side of the letters. 
This gives them a more three-dimensional appearance. 

Draw a ttiin, one-pixel black border on the left side and 
bottom of each letter. This mokes them stand out better. 

i Create tlie letters in a grid oo a 
separate screen and paste tttem 
onto your plclure. Nole ttte one- 
pixel lilacli liorder on the left and 
irnttom edies. 

The credits at ttie bottom of ttie screen are a smaller 
version of the type of letters used in the title, and ore 
displayed in blue and white. 
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Draw Oie ship In three shades of \m 



Step 6: The ship is drawn in ttiree shades of gray, and 
the ttames are white, light blue and dork blue. To eliminate 
the jagged edges olong the wings and fuselage, draw a 
dork gray border all the way around the ship. This tech- 
nique is called "anti-aliasing." You eliminote the jagged- 
ness by combining the ship color and the bockground 
cotor, applying the intermediate color along the edge 
between the two parts of the picture, 

You can use this trick to sotten jagged edges whenever 
ttiey occur, Just pick an intermediate shade combining the 
two colors meeting at the jagged line and add ttie new 
color along the edge. For instance, an orange border con 
eliminate the jaggedness along a straight line between red 
and yellow. 



Use "anti-aliasing" to smootii ttie 
jagged ei^es wtiere two colors 
meet. 
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Step 5: Add Itie letters in the title. 
Step B: Add die ship to your screen. 



To complete Rescue on fractalus, add stars at random 
in ttie block areas of the picture. About half of the stars are 
single-pixel dots. The rest are two pixels wide. For variety 
use different colors for the stars, alternating red, yellow, 
blue and white. 

Your picture is finished, and you've learned a few things 
about computer art along the way. But Kosako soys the 
most important secret he con offer is this: Have fun while 
you're drowing. 

"If you enjoy what you're doing, it shows. Ifs of primary 
importance to hove some fun during the process of creat- 
ing art, because your enjoyment shows in the finished 
producf" 

So if you get tired or fmstroted in the middle of a 
computer "painting" session, stop and take a break. Don't 
go back to work until you're reody. Then, with renewed 
creotive energy, pick up where you left off. You'll be ready 
to have fun again, and the improved results of your efforts 
will surprise ond delight you, g 
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Winners 




FIRST PLACE 



Lincoln Memorial at Night by James D, Sachs, Lake Arrowhead, California 

The outstanding technical proficiency and classic beauty of our winner got it an overwhelming first-place vote from our 
judges. Viewed in its intended medium — tfie computer screen — this piece glows with a magical light that we simply 
cannot reproduce in print. Take a close look at the unflinching attention to detail — even down to the shadows cast l>y 
the pillars. This is an excellent piece of work, 
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ast October, we invited our readers to participate in a Commodore 64 graphics contest — 
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contest's deadline, we had received over 200 disks, most of them containing two entries. 
—• The overwhelming m^'ority were created using the KoalaPad touch tablet and KoalaPaint 
software, but almost every other popular graphics package was also represented, including 
Doodle, Micro Illustrator, and Flexldraw. Some people also used a video digitizer to create some 
very interesting effects. 

With so many excellent entries, judging was a long and difficult process that involved many hard 
decisions. But after a month of eyestrain, the judges finally came up with six prize winners and 
16 honorable mentions. These winners, in the judges' opinions, showed the most originality, crea- 
tivity and the best use of the 64's graphics capabilities. 

Thanks to ail of you who submitted entries. We only wish we had the space to print more of 
them. And special thanks to Louis Wallace and David Darus, whose graphics translation program. 
Chameleon, made thejudges'job infinitely easier. (Chameleon appeared in the July/August 1985 
issue of Commodore Microcomputers, and is available on disk from Loadstar, P.O. Box 30007, 
Shreveport, LA 71150-0007, phone 800-831-2694.) 
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FIRST RUNNER-UP 

Pola Hegri by Wayne Schmidt Mew York, new York 

The feel and flavor of an opulent era are caught here, woven in a tapestry of light. Look carefully at the detail in the head- 
piece, and how Wayne handles the curve of cloth over her shoulder and those delicate curls on her forehead. This sultry 
seductress deserves applause for both technical expertise and originality. 
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RUNNER UP 

Renect Glen M. Medgepcth, Sherwood, Oregon 
A mysterious, dream-like image witli dean tines and 
thought-provoking perspective. 




RUNNER UP 

The Knight by Kem McMair, Mew Smyrna Beach, Horida 
Qracerul handling of curves and shadows gives this 
imaginary warrior a clear, realistic quality. 




RUNNER UP 

Sunrise by Mike Pike, Canoga Park, California 

This colorful creation won votes on originality. 



HONORABLE MENTION Outpost by William D. Baum, Klamath 
Falls, Oregon 




HONORABLE MENTION 

Tab \0 by Qcnc Re!- 

iivina Alpena 

Michigan 



HONORABLE MENTION 
Stained Glass by 

John 0. Russo, Faria- 
ma City Beach, Florida 
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Stuort 
Little 



I 




RUNNER UP 

Fantasy Shelf by W.E, Meyers, Gary, riorth Carolina 

This is an astonishing accomplishment in recreating typefaces. In addition to being a humorous idea. (For those of you 

who aren't up on children's books, Stuart Little is about a mouse.) 
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HONORABLE MENTION Kacemenocfoer by Larry Plona, Canton, 

Connecticut 




eas, i^ 




' HONORABLE MENTION Might Light by Thomas Kane, Buffalo^ 
Mew York 
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HONORABLE MENTION Moonshine by Eddie Johnson, Albuquer- 
que, New Mexico 
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HONORABLE MENTION Hountain Lake 2 by Karen E. Donelsoa 
Santa Maria, California 





M. 



HONORABLE MENTION Her Eyts Are Blue by Laura Shanahan, 
riasliua, new Hampshire 
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HONORABLE MENTION 

Scene tiy Daniel V. 

Morris, Wayticsburg, 

Pennsylvania 




HONORABLE MENTION 

Reflect by BUI Liit- 

trelL East Lansimj. 

Michigan 



HONORABLE MENTION 
Brains iiy Mich Ell- 
son, Tlgaril, Oregon 



HONORABLE MENTION 

Bam#l by Walt 

HanisxL Loiiisvilic 

t\entuchy 
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HONORABLE MENTION 

Blrdy by Ron Fariigf, 

noblcsvllla Indiana 
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HONORABLE MEKTION Clock by Feter Deal, nalvern, Pennsylvania 





HONORABLE MENTION Uneven Odds by Diana Peterson, Enter- 
prise, Oregon 



HONORABLE MENTION Joan Jett by Chad Baker, Chicago, 
Illinois 
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All you need to do this 
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graph a spneadsheet 







fix an engine 



write a novel 



iearn to fiy 






r 



do vour banking 



study Qslroiogy 



organize a data base 
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forecast soi'es 




w(n a gold medal 



O i9M. Commodore Oecrronlcj Llirr^ied 

« CP/M Ku rcQisrortx) jrotlomortt orotfllial Boscorch, Inc. 
« Apple h r^Krorcd rrn^mark of Apple CprnDuiei, iiK, 
« IBM IS a roQiycrecJ irod^mark of iniernorional BusJrwH MacJilrwsCorpOfOWon 




3 birthGoy card 




compose o song 





design a dream house 
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master logic 



point a picture 



iearn to type 
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When it coines to personal computet^, you want the smartest 
you can own. At a price ttiat makes sense. 

Feature for feature, the new Commodore 128'" system 
outsmarts its competition. It comes witti a powerful I28K 
memory expandable to 51 2K, more ttion enough to start with 
and stay with for years. An 80-column display lets you see 
more of your spreadsheets and word processing. And with its 
64, 128 and CP/M'* modes you hove easy access to thousands 
of educational, business and home programs now available 
It also has a state-of-the-art Keyboord with built-in numeric 
keypad to execute complex tasks with little effort. 
The new Commodore 1 28. From the company 
that's sold more personal computers than IBM'® or 
Apple.® Look for it at a store near you. And discover 
the personal computer that does more for you. At the 
price you've been waiting for 

COMMODORE 128^ PERSONAL COMPUTER 

A Higher Intelligence 



GnmE pROGRnms 



m c;auv v. huliw 



BAmJE/64 

for the Commodore 64 

V^ompiiLcT controlled games can be hath exciting and 
challenginf^, but the computer can't laugh when it wins 
or cr\' when you do. If you want that kind of emotional 
feedback, you'll need to play a luiman. That's wliai you'll 
he doing when you play "HA'riLl'yfi'i" 

One of my all-time favorite computer games was the 
original tank game. It was a ver\' simple game of shoot 
and dodge, Vi'hichevcr player scored the most hits \von. 
But the opponents in that game were human. Triend 
against friend, in toc-to-toe combat, while the computer 
served as referee. I dropped more quarters than I'd like 
to admit into that game's coin slot. 

Se> I decided to create my own tank game for my 
(Commodore 64. Bui as usual, I got carried away a bit 
with added features. My final result is BATTU:/64. It 
requires two joysticks connected to two humans to play, 
(Computens iire good, but 1 still have more fun compet- 
ing with another human. One of the nice side effects of 
this game is that it brings people together) 

Now let me tell you about BA'rn.I-Xi'i 

First, it uses a special character set, so tanks look like 
tanks, explosions look like explosions, the depot icon is 
a pointed flag with a "D" on it and tree tops look like 
tree tops. (It is autumn and the trees are changing color 
from green to brown. ) Each army's headquarters is dis- 
played as a raised block with an "H." 

If you want to freeze the game for any reason, press 
shifted V. 'Hie word HALSIi will appear and the battle will 
stop until another key is pressed or the fire button of the 
joystick attached to control port 2 is pressed. 

If you want to quit, press shifted Q. Then at the 
prompt, press tlie IT key and your 6i will execute a 
cold Stan. If you press any key other than I-T, a new 
battle will begin, 

'llie battlefieUl itself is bordered on two sides by trees, 
'I"hc blue army's tank, headquarters and depot will ap- 
pe;u: on the left side of your monitor screen, while the 
red's appear on the riglit. The middle of the battlefield is 
divided by a broad minefield. Other, smaller minefields 
may appear elsewhere on the screen. (Note: all niine- 
tlelds are not marketl. ) 

i-ach time the battlefield is drawn, the program ran- 
domly picks and hides a few "invisible" mines. So be 
carcfid where you send your tank. If it touches a mine, 
the mine will explode, damage your tank and reduce 
your life value by one. Kach army's headquarters is 
always protected on three sides by minefields. Destroy- 
ing a minefield with cannon fire is worth 2S points 
toward final victory. 

Trees are also ratidomly displayed. Tanks must either 
go around them or bhust them away. No vieton- points 
are awarded for destroying trees. 

Each time your tank passes through a depot — either 
your own or your opponent'.s— your tank's ftiel level is 
adjusted to 300 and ammo adjusted to 50 rounds. De- 



This tank shoot-and-dodge 
game lets you go toe- to- toe with 
a human competitor, using two 
joysticks and all the moxieyou 
can muster 




stroying a depot is worth 500 victor>' points. Each tank 
begins the battle with a ftill tank of iOO gallons of fnel. 

Both depots and headquarters reappear periodically 
during play. Just because they have been used or de- 
stroyed does not eliminate them from the game. Both 
will reapiiear eventually. 

Elevation is one of the most important and toughest 
features to master. Cannon fire rarely pxi.sses parallel to 
the groimd. Tank guns are elevated to make their shells 
go a longer distance. On the top screen line are the 
letters E1.EV. The blue "HLl-V displays the current eleva- 
tion level of the blue armv's tank. The red "El.fiV" does 
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the same for tht* red army's tank, llic miLximum eleva- 
tion v;tlLie, niiu', will cimst explosions to occur nine 
"spaces" from tlie firing tank. A value of one will cause 
the explosion to occur directly in front of the firing 
tank. 

To elevate your tank's cannon, move the joystick ei- 
ther tip (nortli) or down (south) while holding the fire 
button down, lie sure the joystick is pointed exactly up 
or down (not left or right) and the fire button is de- 
pressed. 

To fire your tank's gun, just press the (Ire button. If 
your elevation was live, the explosion would occur five 
spaces from the tank, "^bur ammo value will be de- 
crcxsed by one, victon' points, if any. will be added to 
your score, and the object will be destroyed. If the point 
of impact w:ts a minefield, you will see and hear two 
ex]ilosions: one caused by your shell's impact and a 
second caused by the mine exploding. If you hit a tlejxit, 
you will see and hear several explosions, since the depot 
contains ammo, which may explode, loo. 

To move your tank, simply move your joystick. The 
program checks only for up. down, left and riglit. Any 
other directions will be ignored and your tank will nt)t 
move, ^ou can move east or west and fire at the same 
time. But trying to fire while moving north or south 
would simply adjust your clcvatitm value. 

When either army's life value falls below a two. a 
'Torward repair station" will appear about midway in 
the battlefield — red repair station for the red tank, blue 
repair station for the blue tank. This is a critical time in 
the game. Tliis signals that one f)f the headquarters has 
reduced its defenses to establish this repair ecnier. Ihe 
repair center itself is of no value to the opposing arniy 
since it can be neither captured nor destroyed. iUu, 
while it is on the screen, its army's headquarters can be 
captured and the battle won. If the endangered tank can 
get to the station and repair and upgrade to a life value 
of two, the danger has passed, at least until the life value 
falls below a two again. 

There are three possible outcomes of battle: 

1. Complete victory, which occurs when an «)ppo- 
nent's headc]uarters is captured. 

2. A technical victory by either side. If neither side 
seizes their opponent's headquarters, the winner 
is selected by higli score. The program displays 
this as a "tie" victorv-. 

3. Tie. Neither army sei/.ed their opponent's head- 
quarters and both final scores were identical. 

Don't expect to win BATTI.I;/64 by simply outshoot- 
ingyour opponent. You'll have to plan your strategy- and 
play by the rules if you want to win this battle. 

'Ilie bottom line to winning is capturing your ojipo- 
neni's hcad<[uarters. To do this you must first reduce 
your opponent's life value below a two, I'hen you can 
seize their headquarters by causing your tank to pa.ss 
diroirgh the beadtjuarters icon. You must do this l>efore 
your opponent can repair his tank. 

DATTLE/64 is not a quick arcade game. You shouldn't 
expect tanks to move as fast as space ships. Therefore, 
don't expect to win using refiexes alone. Yim'll have to 
use your brain and pay attention to battlefield situations 



like ftiel, elevation and ammo status, Tlicre are times 
when destroying your own headquarters orde]H)t might 
be the dilference between victory and defeat, hut if vou 
destroy your opptment's headquarters, instead of cap- 
turing it, you lose 500 victory points. So watch where 
you're shooting. 

Special Notes 

Because the program redefines the Ct)mmodore char- 
acter set, it is designed to execute a cold start when you 
exit. 'Hiis is to save you from having to turn your com- 
puter otf and on to straighten all the internal pointers. 
Tile "SYS6 i7.^8" in line I 10 executes the cold start. I 
suggest you replace the SY.S command with the "STOP" 
command until you have debugged your listing. 

Line 18.-^, contaitis P0KI:H()8,255. This POKI- disables 
the Rl.lN/STt)P key. 1 suggest you leave this I'OKl; out of 
your listing until you finish debugging your game. 

Also note this listing begins at line I and lists consecu- 
tively to line 18.^. Tliis is to make the game riui as fast as 
BASIC will allow. But, there are no lines 3, 153 or 154. 
So while debugging your game, don't worry- that the 
listing is short three lines. 'Hiose three never existed. 
When typing in the listing, be very careful. Tliere are a 
lot of POKTs in this game, and, as you probably know, a 
POKi; in the wrong place can cause your computer to 
crash. So, as always, be sure lo save die program before 
executing a RUN. Q 

Itrfdrc typing this pmgrara, read "How to l-nicr Progrjrns"'anii "How to' Use the Maj^Eme 
F-ntry Ptu^mni.'' 'flit HA.SIC pragraiis in this tna^ini; iK available on disk from Ijoatbtar, 
PO !lox J0007, SJifdCpcitl. I.V "H.'O (HKr, VVm^'iVU.m 

BAlTI,E/64 

1 GOTO 155'BDKA 

2 POKE 53281, 0:POKE 53280 , i3 :GOSUB 115 
:GOTO ee'EWEG 

4 LA%=LAl-l:CL=TL-i-Gl:EXI = PEEK(CL) 
:IF LA%<1 THEN LA%=0 : RETURN ' LHUQ 

5 IF EXI=31 THEN LS l=LS%+25 : GOSUB 24 
:GOSUB 24 : RETURN' lUSM 

6 IF CL=TR THEN IF RL%>0 THEN 
RL% = RL%-l:LS% = LS%-f200:GOSUB 24 
IRETURN'MERS 

7 IF EX%=60 THEN IF CL=1422 THEN 
LS%=LS%+500:GOSUB 24:G0SUB 24 
:GOSUB 24: RETURN 'MFQT 

8 IF EX%=61 THEN IF CL=1302 THEN 
LS%=LS%-500:GOSUB 24:GOSUB 24 

: RETURN' LCAS 

9 GOTO 24'BCNH 

10 RA%=RA%-1:CL=TR-G2:EX%=PEEK(CL) 
:IF RA%<1 THEN RA%=0 : RETURN ' LHCL 

11 IF EX% = 31 THEN RS%=RS%-*-25 : GOSUB 24 
:GOSUB 24 : RETURN ' lUFH 

12 IF CL=TL THEN IF LL%>0 THEN 
LLI = LL%-l:RS%=RS%-f200:GOSUB 24 
: RETURN 'MEFN 

IF EX%=60 THEN IF CL=1505 THEN 
RS%=RS%+500:GOSUB 24;GOSUB 24 
:GOSUB 24 : RETURN 'MFEO 
IF EX%=63 THEN IF CL=1625 THEN 
RS%=RS%-500:GOSUB 24:GOSUB 24 
: RETURN 'LCWN 
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15 GOTO 24'BCNC 

16 POKE SW,0:POKE SV,15:P0KE SH,S1 
:POKE SL,S2;P0KE SA,S3:P0KE SS,S4 
;POKE SW,SS'HPKR 

17 RP=mT(RND (0) *30)+l'FKCJ 

18 IF RP<6 THEN POKE 1505,60 
:POKE 1505+AC,6'GTUM 

19 IF RP>25 THEN POKE 1422,60 
IPOKE 1422+AC,2'GUEO 

20 IF RP=22 THEN POKE 1525,63 
:POKE 1625+AC,6'GUTG 

21 IF KP=2 THEN POKE 1302,61 
:POKE 1302+AC,2'GUAG 

22 IF FG=1 THEN RETURN' EDWD 

23 FOR D=54272 TO 54296:POKE D,0:NEXT 
: RETURN 'GREI 

24 POKE CL, 27: POKE CL+AC,7 
:iF LL%>0 THEN POKE TL,LS 
:POKE TL+AC,6'JEJ0 

2 5 IF RL%>1 THEN POKE TR,RS 
: POKE TR+AC,2'GQGK 

26 POKE CL,28:POKE CL+AC,8'DMXI 

27 Sl=2:S2=i20:S3=g:S4=0;S5=129 
:GOSQB 16:G0SUB 16:P0KE CL,32 
: POKE CL+AC,0 ' KRAV 

28 RETURN'BAQG 

?9 IF PEEK(CR)=31 THEN POKE TR,32 
;TR=CR:RL%=RL%-1:P0KE TR,RS 
:POKE TR+AC,2'LMAX 

30 IF PEEK(CR)=RS THEN CL=CR:GOSUB 24 
:GOTO 53'HQTH 

31 IF PEEK(CR)=60 THEN RF%=300 : RA%=30 
:G0TO 52'HVLJ 

32 IF CR=1625 THEN IF LL%<2 THEN 
GOSUB 52: GOTO 93' IPLJ 

33 IF PEEK(CR)=215 THEN RL%=2 
:RF%=RF%/2:RSS=RS%+100:GOTO 52' KHTP 

34 RETURN 'BAQD 

35 IF PEEK{CR)=31 THEN POKE TL,32 
:TL=CR:LL%==LLl-l: POKE TL,LS 
:POKE TL+AC,6'LMMU 

36 IF PEEK(CR)=LS THEN CL=CR:GOSUB 24 
:GOTO 58'HQSN 

37 IF PEEK(CR)=60 THEN LF%=300 : LA%=30 
:GOTO 57'HVEP 

38 IF CR=1302 THEN IF RL%<2 THEN 
GOSUB 57:GOTO 93' IPOP 

39 IF PEEK(CR)=209 THEN LL%=2 
:LF%=LF%/2:LS^=LS%+10 0:GOTO 57'KHWV 

4 RETURN 'BAQA 

41 PRINT M1$G1 TABt30)M2$G2'CNDE 

42 FOR X=0 TO 16: PRINT: NEXT' FGJG 

43 IF LL%<1 THEN LL%=3:LAI=0 
:LF%=0'GSTL 

44 IF RLKl THEN RL% = 0:RA% = 
:RF%=0'GSRM 

45 LF%=LF%-1:RF%=RF%-1: IF LF%<1 THEN 
LF%=0' lYVP 

46 IF RFKl THEN RF% = 0'EINK 

47 PRINT M3S"[SPACE3] "TAB(23)M4$" 
[SPACE3] '"GJKK 

48 PRINT M5$LA%TAB(23)M49RA%'CPBM 

49 PRINT M6$"iSPACE7J"TAB(23)M7¥" 



[SPACE6) "; PRINT M8$LF%TAB {23 ) 
M7$RF%'EAES 

50 PRINT Nl$"[SPACE51"TAB(23)N2$" 
[SPACE61": PRINT N3$LL%TAB ( 23 ) 
N2$RL%'EALK 

51 PRINT N4$"[SPACE7]"TAB(23)N5$" 
tSPACE7] ":PRINT N6$LS%TAB ( 23) N5$RS% 
: RETURN 'FBCM 

52 POKE TR,32:TR=TR+E%'DMAI 

53 IF J2<3 THEN RV=RV+AD' FJVJ 

54 IF J2>3 THEN RH=RH+AD ' FJQK 

5 5 AD=0:IF F2=0 THEN IF RA%>0 THEN 
GOSUB 10 ' INEN 

56 RETURN 'BAQH 

57 POKE TL,32:TL=TL+E%'DHIN 

58 IF Jl<3 THEN LV=LV+AD ' FJ 10 

59 IF Jl>3 THEN LH=LH+AD ' FJDP 

60 AD=0:IF Fi=0 THEN IF LA%>0 THEN 
GOSUB 4 ' IMC J 

61 RETURN 'BAQD 

62 IF RF%<1 THEN RETURN ' EEVH 

63 IF PEEK (TR+E%) =32 THEN 52'FKYK 

64 CR=TR+E%:GOTO 29'DJVK 

65 IF LF%<1 THEN RETURN' EEPK 

66 IF PEEK(TL+E%) =32 THEN 57'FKXN 

67 CR=TL+E%:GOTO 35'DJMN 

68 GOSUB 41: J1=PEEK(P1) :J2=PEEK(P2) 
:F1=J1 AND 16:F2=J2 AND 16'JFLW 

69 J1=15-(J1 AND 15) :J2=15-(J2 AND 
15) "GVVT 

70 POKE SV,6:P0KE SH,0:POKE SL,240 
:IF F2=0 THEN IF J2=l THEN G2=G2+1 
:IF G2>9 THEN G2=9'PKOU 

71 POKE SA,128:PDKE SS,128:POKE SW,33 
:IF F1=0 AND Jl=l THEN G1=G1+1 

:IF Gl>9 THEN G1=9'0NNV 

72 IF F2=0 THEN IF J2=l THEN G2=G2+1 
;IF G2>9 THEN G2=9'MSGQ 

73 IF F1=0 THEN IF Jl=2 THEN Gl=Gl-l 
:IF GKl THEN G1 = 1'MSNR 

74 IF F2=0 THEN IF J2=2 THEN G2=G2-1 
:IF G2<1 THEN G2=1'MSTS 

75 IF F1=0 THEN IF Lh%>@ THEN IF Ji=0 
THEN GOSUB 4 ' KLJQ 

76 IF F2=0 THEN IF RA%>0 THEN IF J2=0 
THEN GOSUB 10'KMMR 

77 IF LFI, = THEN IF RF% = THEN 93'GKIQ 

78 IF F1O0 THEN IF Jl = l THEN IF LV>1 
THEN AD=-1:E%=-40:LS=36 

: GOSUB 65'QAHC 

79 IF F2O0 THEN IF J2 = l THEN IF RV>1 
THEN AD=-1:E%=-40:RS=38 

: GOSUB 62'QAUD 

80 IF F1O0 THEN IF Jl = 2 THEN IF 
LV<15 THEN AD=1:E%=40:LS=36 
:GOSUB 65'OBDT 

81 IF F2O0 THEN IF J2 = 2 THEN IF 
RV<15 THEN AD=1:E%=40:RS=38 
:GOSUB 62'OBQU 

82 IF Jl=8 THEN IF LH<38 THEN AD=1 
:E%=1:G03UB 65:LS=37 'KWTR 

83 IF J2=8 THEN IF RH<38 THEN AD=1 
:E%=1:G0SUB 62 : RS=39 ' KWGS 
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104 



IF Jl=4 THEN IF 
:E?=-1:G0SUB 65; 
IF J2=4 THEN IF 
:E%=-1:G0SUB 62; 



LH>a THEN AD=-1 
LS=37'MVPU 
RH>0 THEN AD=-1 
RS=39'MVCV 

TL,LS 



11' 




IF LL%>0 THEN POKE 

:POKE TL+AC,6'GQKR 

IF RL%>0 THEN POKE TR,RS 

:POKE TR+AC,2'G0FS 

IF RLK2 THEN POKE 1364,215 

:POKE 1364+AC,2'GVUU 

IF LL%<2 THEN POKE 1523,209 

:POKE 1523+AC,6'GVPV 

GET Q$:IF Q$="ISHFT Q)"THBN CR=0 

:GOTO 93'GLHM 

IF Q$="tSHFT P)"THEN GOSUB 112'EFYK 

GOTO 6a'BCVH 

PG=1: IF CR=1302 THEN 

LS%=LS%+1000'GUQQ 

IF CR = 1625 THEN RS?i = RS% + 1000 ' PQWP 

GOSUB 41 : PRINT" {HOME] "; 

:FOR X=0 TO 39:PRINT CHR$(32); 

;NEXT' IQTS 

IF CR=i302 THEN PRINT" [HOME , SPACES , 

RVS, BLUE] * [SPACE41 VICTORY 13Y BLUE 

ARMY[SPACE4] *'"EGVW 

IF CR=1302 THEN POKE CR,36 

:POKE CR+AC,6:G0T0 103'HWBV 

IF CR=1625 THEN PRINT" [ tlOME , SPACES , 

RVS , REP] * [SPACK4] VICTORY BY RED 

ARMY[SPACE5]*"'EGIY ..™.-.v..v,>;//.- ' 

IP CR=1525 THEN POKE CR,38'^^^''' 

: POKE CR+AC , 2 : GOTO 1 03 ' HWHX '' '■ "'"'' 
PRINT CHRS(i9)TAB(ll) "[RVS,GREENI 
* * [SPACE4}T1E{SPACE4J * * "'i)HMB 
IF RS%>LS%THEN PRINT" [ HOME, RVS , 
RED] RED ARMY VICTORY " ' EGDF 
IF LS%>RS%THEN PRINT" [ HOME , RV3 , 
BLUE] BLUE ARMY VICTORY " ' EG JG 
DU=192:S3=0:S4=24fl:S5=33'EUXF 
PRINT TAB (ID" IRED,RVS,SPACE4]F1 

'CDYF 



[ SPACE 3, RVOFF, WHITE] TO yUIT' 
PRINT TAB (11)" [BLUE,RVS] 

ANY KEY [RVOFF, WHITE) 

TO PLAY"'CI)GH 
REST0RE:POKE 198,0:FOR X=0 TO 108 
: READ A: NEXT X'HQMI 
GET Q$'3CWD 

READ A,B:S1=A: S2=B: IF A=-l THEN 
106'HRHL 

GOSUB 16: FOR X=0 TO DUiNEXT 
:IF Q$=""THEN 107' lONM 
GOSUB 23:FG=0:IF Q$=CHR$ ( 133 ) THEN 
SYS 64738'HTJE 

111 RUN 2'BBMW 

112 PRINT" [HOME] " :FOR DU=0 TO 18: PRINT 
fMMMti EXT DU : P R I N T " 1 G R E EN , R VS ] 

W/mm /PAUSE/ " : POKE 198 , ' IHMJ 

113 GET Q$:IF Q$=""THEN 113'EILD 
RETURN 'BAQA 

LS=37:RS=3 9:LH=0:LV=5:RH=38:RV=12 
:P2=56320:P1=S6321' ISNQ 
SV=54296:SH=54273:SL=54272 
:SA=54277:SS=S4278:SW=54276'GWQR 
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TL=I304:TR=162 3: AC=54272:LA%=30 
:RA%=30:G1=5:G2=5'HQNR 
LFI = 4 0O:RFX = 4OO:LLS = 9:RL'o = 9' EX EM 
Ml$=" [HOME, BLUE] ELEVIWHITE] " 
:M2S=" [RED) ELEVIWHITE] " 'CHEK 
M3$=" IBLUEJ AMMO [SPACES] : [WHITE] " 
:M4S=" [RED] AMMO (SPACE31 : [WHITE] " 
:M5S=" [UP, BLUE] AMMO [SPACE3] 
: [WHITE] "'DLGH 

M6S=" [BLUE]FUEL(SPACE3] : [WHITE] " 
:M7S=" [RED] FUEL [SPACE3] : [WHITE] " 
:M8$=" [UP, BLUE] FUEL [SPACE3] 
: [Wl! [TEl " 'DLVI 

M15=" [BLUEJLIVES [SPACE2] : [WHITE] " 
N2S=" [RED] LIVES [SPACE2) : [WHITE] " 
N3^=" [UP, BLUE] LIVES [SPACE2] 
[WHITE] " ' DLVK 
N4S=" [BLUE] SCORE [SPACE2] : [WHITE] " 
:N5$=" [RED]SC0RE1SPACE2J : [WHITE] " 
:N6$=" [UP, BLUE) SCORE (SPACE 2 1 
: [WHITE] "'DLJL 

PRINT" (CLEAR) "TAB ( 15) " [GREEN ] B 
[ B ROWN ] A [ R ED ] T [ L . G REEN ) T 
[L. GREEN] L [ORANGE] E [BROWN]? 
[L, RED] I [RED] E [GREEN] L[L. GREEN] 
DtWHITE] " 'COWL 
PRINT:FOR X=0 TO 39 
: PRINT" [BROWN]+"; :NEXT 
:FOR X=0 TO 14; PRINTlNEXT' LPHM 
FOR X=0 TO 39:PRINT"+"; :NEXT 
:X=INT(RND(0)*30) +10:C=5'LVVO 
FOR XX=0 TO X:T=INT (RND(0) *500) 
:POKE T+1144,43:POKE T+55416,C 
:IF C=5 THEN C=6'PMCW 
C=C+1:IF C>9 THEN C=S'GINK 

NEXT'BAEG f//jf/MM/< 

X=INT{RND(0)*10)+4' F JED ''"hW/M. 

FOR XX = TO X:T==INT (RND(0) *S00) 

:POKE T+1144,31:POKE T+55416,11 

:NEXT'MJZO 

X=INT(RND(0) *6) +4 'FIMF 

FOR XX=0 TO X:T=INT(RND(0)*500) 

:POKE T+1144,31:POKE T+55416,0 

:NEXT:XX=0 'NMDR 

FOR X=0 TO 14:P0KE 1162+XX,31 

:POKE 1163+XX,31:POKE 1164+XX,3r 

:POKE 1165+XX,31'LTVS 

POKE 1162+AC+XX,ll:POKB 

1163+AC+XX,11'GXPM 

POKE 1164+AC+XX,ll;POKE 

1165+AC+XX,11:XX=XX+40:NEXT' JGQR 

D1=1505:D2=1422:POKE Dl,60 

:POKE D2, 60: POKE 55777,6 

:POKE 55694, 2'GQAR 

H1=1625:H2=1302:POKE Hi, 63 

:POKE H2, 61: POKE 55897,6 

:POKE 5SS74,2'GQUS 

POKE H1+1,31:P0KE H2-l,31 

:POKE H1+1+AC,11;P0KE H2-1+AC, 

ll'KGUT 

POKE H1-40,31:POKE H2-40,31 

:POKE Hl-40+AC,ll:POKE H2-40+AC, 

Ll'KKUM 
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141 POKE H1+40,31:POKE H2+40,31 
:POKE Hl+40+AC,ll:POKE H2+40+AC, 
11 'KKQN 

142 POKE TL,LS:POKE TL+AC,6:P0KE TR,RS 
:POKE TR+AC, 2: RETURN ' HBWM 162 

143 DATA 53,0,255,219,219,195,219,219, 
25 5,61,0,2 5 5,219,219,195,219,219, 
255'BPTP 

144 DATA 60,255,142,180,180,142,255, 
19 2,192,43,36,94,187,127,234,119, 
92,16'BPIO 163 

145 DATA 36,0,238,254,232,199,232,254, 
238,37,254,254,104,71,104,254,254, 
0'BOYQ 

146 DATA 38,0,119,12 7,23,227,23,127, 
119,39,12 7,127,22,226,22,127,127, 
0'BLMR 

14 7 IJATA 31,0,204,0,51,0,204,0,51,27, 164 
1 6, 14 7, 199, 2 3 5, 20 3, 20 3, 8, 8 'BEFO 

148 DATA 28,22,52,8,3,216,4,62,38,29, 165 
66,0,194,11,6 3,34,65,152,-1 "BFYS 

149 DATA 23,181,29,223,29,223,29,223, 166 
23,181,29,223,29,223,29,223, 

23'BICT 167 

150 DATA 181,29,223,29,223,29,223,23, 
181,17,195,17,195,17,195,17, 

195'BJDL 168 

151 DATA 29,223,29,223,23,181,17,195, 
23,181,29,223,29,223,29,223, 

23'BIHM 169 

152 DATA 181,29,223,29,223,29,223,23, 
181,-1,-1'BMYJ 170 

155 POKE 53281, 0;POKE 53280, 0'CPLJ 

156 PRINT CHH$(i47) :FOR X=0 TO 24 171 
:PRINT:NEXT X ' HNAN 

157 PRINT" [RED, RVS, SPACES, CMDR *, 
RV0FF,SPACE2,BLUE,RVS,SHFT POUND] 172 

[CMDR *,RV0FF,SPACE2,RED,RVS, 
SHFT POUND, SPACES, CMDR *,RVOFF, 173 
SPACE2,BLUE,RVS,SHFT POUND , S PACE5 , 
CMDR *,RV0FF,SPACE2,RED,RVS] 
[RV0FF,SPACE2,BLUE,RVS,SfiFT POUND, 17 4 
SPACE3,CMDR *]"'BARW 

158 PRINT" [RED, RVS] [ RVOFF, SPACE4 , RVS ] 

[RV0FF,SPACE2,BLUE,RVS] [RVOFF] 175 
[RVS] [RVOFF, SPACE 5, RED, RVS] 
[RVOFF, SPACES, BLUE, RVS] [RVOFF, 

SPACES, RED, RVS] [ RVOFF , SPACE2 , 176 

BLUE, RVS] [RVOFF] "'BAJS 

159 PRINT"[RED,RVS] { RVOFF , S PACE4 , RVS ] 

[RVOFF, SPACE2, BLUE, RVS] [RVOFF] 177 
[RVS] [RVOFF, SPACES, RED, RVS] 178 

[RVOFF, SPACES, BLUE, RVS] [RVOFF, 
SPACE5,RED,RVS] [RVOFF , S PACE2 , 179 
BLUE, RVS] [RVOFF] '"BAJT 

160 PRINT"[RED,RVS] [CMDR 14] [RVS, 180 
RVOFF, SPACE2, BLUE, RVS] [CMDR I] 
[RVOFF, SPACE5, RED, RVS] [RVOFF, 181 
SPACES, BLUE, RVS] [ RVOFF, S PACES , 182 
RED, RVS] [RV0^^F,SPACE2, BLUE, RVS] 

[CMDR 13] " 'BABO 

161 PRINT" [RED, RVS] [RVOFF , SPACE4 , RVS ] IS 3 

[ RVOFF, S PACE2 , BLUE , RVS ] [ RVOFF] 



[RVS] [RVOFF, SPACE 5, RED, RVS] 
[RVOFF, SPACES, BLUE, RVS] [RVOFF, 
S PACES , RED , RVS ] [ RVOFF , S PACE 2 , 
BLUE, RVS] [RVOFF] "'BAJM 
PRINT" [RED , RVS ] [ RVOFF , SPACE4 , RVS ] 

[RVOFF, SPACE2, BLUE, RVS] [RVOFF] 
[RVS] [RV0FF,SPACE5,RED,RVS j 
[RVOFF, SPACES, BLUE, RVS] [RVOFF, 
SPACES, RED, RVS] [ RVOFF , SPACE2 , 
BLUE, RVS] [RVOFF] " 'BAJN 
PRINT" [RED, RVS, SPACE 5, RVOFF, 
SHFT POUND, SPACE2, BLUE, RVS] 
[RVOFF] [RVS] [RVOFF, SPACES, RED, 
RVS] J RVOFF, SPACES, BLUE, RVS] 
[RVOFF, SPACES, RED, RVS] [RVOFF, 
SPACE2, BLUE, CMDR * , RVS , SPACE4 , 
RVOFF, SHFT POUND] "'BAKQ 
PRINT: PRINT TAB ( 13) " [WH ITE] 
G.FIELDS/PF/TPC"'DEHL 
PRINT:PRINT" [RVS , RED,SPACE18] 1985 
[SPACE18, WHITE] "'CBYM 
FOR XX=0 TO 6:F0R X=0 TO 300 
:NEXT X:PRINT:NEXT XX ' JQHQ 
PRINT" [HOME, BLUE, RVS, SPACE 13] 
WAIT 35 [RED] SECONDS [SPACE12 }" ; 
'BBBQ 

PRINT" [RVS, BLUE, SPACE6i 
WHILE THE TROO[RED]PS GET DRESSED 
[SPACE6, WHITE] "'BAUT 
PRINT" [HOME] " :FOR X=0 TO 11: PRINT 
:NEXT'GHDP 

PRINT" [DOWN , BLUE , RVS , SPACE20 , RED, 
SPACE2 0] "; '8BYI 
PRINT" {BLUE, RVS] BLUE ARMY 
: PORT 1[SPACE2,RED] RED ARMY 
: PORT 2[SPACE3] "; 'BBCN 
PRINT" [BLUE, RVS, SPACE20, RED, 
SPACE20] ",- "BBHK 
PRINT" [BLUE, RVS] TO WIN 
: CAPTURE ENE[RED]My HEADQUARTERS 
(H) ";'BBKQ 

PRINT" [BLUE, RVS] FOR FUEL 

: PASS THRU [RED] EITHER DEPOT 

(FLAG) "; 'BBTR 

PRINT" [BLUE, RVS 3 FOR AMMO 

: PASS THRU [RED] EITHER DEPOT 

(FLAG) "; 'BBRS 

PRINT" [BLUE, RVS] ELEVATE GUN 

: FIRE B[RED]UTTON & MOVE 

UP/DOWN" 'BAXT 

POKE 56,48:CLR'CGLL 

POKE 56334, PEEK(56334)AND 254 

:POKE 1,PEEK{1)AND 251'GABS 

FOR 1=0 TO 2047:POKE 1228S+I, 

PEEK(53248+I) :NEXT'IXRU 

POKE 1,PEEK(1)0R 4:P0KE 56334, 

PEEK(56334)OR I'GVXL 

READ A: IF A=~l THEN 183'FHII 

FOR 1=0 TO 7: READ B 

:POKE 12288+A*8+I,B:NEXT 

:GOTO 181'KVSP 

POKE 53272, {PEEK(53272)AND 240)OR 

12:P0KE S0S,225:RUN 2'GFBP fND 



% 
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BY J AMES C. lilt.'IT 



Spider Trap 

for the Commodore 64 



M. he two world-renowned explorers, C'olorado Jones 
and Michigan Sue, huve been scarehing for, and finding, 
hidden treasures for years. Many limes they liave faecd 
dangers and have always managed to eseape. Ikit one 
da)' when Sue was searehing for tlic lost ROM treasure, 
she wiks eaptured l.iy the giant HAM spiders, Tlie IlAMs 
put Sue at the top of a lurgc nioimtain, where the head 
spider. Syntax, stood guard over her, 

Colorado Jones must save Michigan Sue frt)ni Syntax 
and the other liAM spiders. He must quickly work his 
way up the mountain, weaving his wa\- through the trap 
which tile spiders have set for him. Jones knows that if a 
RAM catches him, he will never save Sue. The KAMs 
know that Jones is a worthy adversary, so the s|:»iders 
change the trap as Jones works his way up the mountain. 
They hope to confuse him so that he can never save Sue. 

Tliis is the setting lor "Spider Trap," a game for the 
Commodore 64. 'Hie player must guide Jones through 
the spider trap to the top of the screen, where Sue is 
waiting to be rescued, liach time the game is played, a 
different trap is set by tJie spiders. Ihe trap is similar to a 
maze, formed by numerous spiders. 

Movement 

nic trap does not remain still for long. The spiders 
move up and down, and side to side, randomly and 



Colorado Jones must save 
Michigan Sue from the RAM 
spiders try weaving his tvay 
through a moving trap. 



swiftly. But Jones is no slouch at moving quickly, either. 
Using a joystick in port one, the player can move Jones 
in any direction, including tliagonally. A t|uick joystick 
reaction is required to kcc]i Jones from being captured 
by the moving spiders. Syntxx, the head spider, remains 
stationary, poised just below Sue, presenting yet another 
obstacle. Running into Syntax also means being cap- 
tured. 

Jones is a sprite controlled by a machine-language 
routine accessed by S^'S 937. The spiders forming the 
trap :u-e moved by another machine-language routine 
accessed from BASIC by using SYS 49152. The spiders 
are t^ommodorc characters. 

Scoring 

You gain points just by eluding the spiders. Rescuing 
Sue earns you 250 bonus points. Hitting a spider costs 
you one of the four lives that you start the game with. 
Once you have exhausted your four lives, the game ends 
and a replay option is offered. 



Will Colorado Jones once again save Michigan Sue 
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from dimgLT? VX'ill tho' go on to find yet another trea- 
sure? Will the RAMs and SyntiLX lit beaten? Only yon 
know tile answer lo these and other mind-boggling 
questions when you play Spider 'I'raj)! B 

Befiirc lypiiiB iliis pryjjam, read "Mow lu Enter Progrmis" and "How to Use the Migiiinc 
Enlrj Prugn™ " The B.\S[C programs in itis nngjiine ite naiUblc rai iHA from Loidstlr, 
P.O. Box 30(XJ". Shrevepon, U 71 !30<K)0-. l-8O0-S5!-269i. 

Spider Tr^ 

50 LV=5:F=0'CGJD 

100 GOSUB 1000'BECV 

104 GOSUB 1050'BEHA 

110 PRINT" [CLEAR] '"BATW 

112 PRINT" tGREEN]SPIDER[SPACE22, 

YELLOW] SCORE" ; F ' BCDF 
114 PRINT" [RED] TRAP [SPACE24 , YELLOW] 

LIVES" ;LV'BDSH 
lie FOR T=0 TO 1;PRINT" [CYAN] 

****************** [SPACE 4 ] 

*****************". [J EXT ' FFCN 
118 FOR T=0 TO 16:PRINT"** [SPACE35] **" 

:NEXT'FGRN 
120 PRINT"****************** [SPACE4] 

*****************!! 'Bftyp 

122 PRIMT "****** ********************* 

************"! gftMG 

130 FOR T=0 TO 35:X=680*RND(5) 

:POKE 1224-HX,42:NEXT' JWXI 
135 POKE 1762,32:POKE 1763,32 

SPOKE 1764,32:POKE 1765,32'EGWL 
140 POKE 1802,32:POKE 1803,32 

:POKE 1804,32:POKE 1805,32'EGCH 
142 POKE 1842,32:POKE 1843,32 

:P0KE 1844,32:POKE 1835,32'EGRJ 
144 POKE 1882,32:POKE 1883,32 

: POKE 18B4,32:P0KE 1885,32'EGJL 
146 POKE 1922,32:P0KE 1923,32 

:POKE 1924,32:POKE 1925,32'EGON 
150 POKE 53269, 15'BIYC 

160 W=PEEK(53279) ; Y=PEEK ( 5327 8) ' ERJH 
170 Q=192'BEID 

180 FOR T=0 TO 800:NEXT'EGYG 
200 SYS (937) ' BFUW 
210 Q=Q+1:IF Q=194 THEN Q=192'GMSD 

214 POKE 2040,Q'BGRC 

215 SYS(9373 'BFUD 

216 D=INT (4*RND(2) +1) 'FITH 

217 POKE 49522, D'BHNG 

218 SYS (937) ' BFUG 
220 SYS 49152'BFMY 

225 W=PEEK(53279) 'CIMG 

226 IF W=l THEN 300'DFEG 

227 Y=PEEK(53278) 'CINI 

228 IF y=3 THEN 300'DFDJ 

229 IF Y=5 THEN 500'DFHK 

230 SYS(937) 'BFUA 

240 W=PEEK(53279) : IF W=l THEN 300'FOTG 
245 F=F-fI:PRINT" [HOME, DOWN] 

"TAB (33) F'EIKJ 
250 GOTO 200'BDBC 
300 LV=LV-1:PRINT" [H0ME,D0WN2] 

"TAB (33) ;LV'EMHC 
302 FOR T=0 TO 10:POKE 53286,2 



:FOR G=0 TO 50: NEXT G 

:POKE 53286,13' JDAK 
305 FOR G=0 TO 50:NEXT G:NEXT T'FIWG 
310 POKE 54290, 128:POKE 54272,75 

:POKE 54277, 0:POKE 54 278 , 240 ' ELLH 
312 POKE 54286, 12:P0KE 54287, 5'CQGE 
314 POKE 54296, 207:POKE 54276 , 21 ' CSFG 
320 FOR L=0 TO 15: POKE 54273, 

PEEK(54299)AND 224'GVIH 
322 FOR T=0 TO 100 : NEXT:NEXT 

:POKE 54276, 0'GPCH 

324 FOR T=0 TO 500 : NEXT ' EGVG 

325 IF LV=0 THEN 328'DGHH 

326 GOSUB 1034 'BEJG 

327 GOTO 110'BDBH 

328 POKE 53269, 0:PRINT"[CLEAR]"'CIXK 
330 PRINT" [D0WN6]S0RRY, 

THE SPIDER GOT YOU. "'BACH 
332 PRINT:PRINT:PRINT TAB (15) "SCORE "; 

F'EHVH 
340 GOTO 600'BDFC 
500 Z=54272'BGQB 
502 RESTORE'BAOB 

504 FOR L=0 TO 24:POKE Z■^L, : NEXT ' GKQI 
506 POKE Z+3,8:POKE Z+5,4I:POKE 2+6,89 

:POKE Z-H4 , 117: POKE Z + 18,16'KGSS 
508 POKE Z-F24,143'CHVJ 
510 READ FR,DR'BFYB 

512 IF FR=0 THEN 540'DGSF 
514 POKE Z-I-4,65'CFBG 

516 FOR T=l TO DR*2'EFHJ 

513 FQ=FR+PEEK(Z-i-27)/2'FKIN 

520 HF=INT(FQ/256) :LF=FQ AND 255'FRJI 

522 POKE Z-f-0,LF:POKE Z + 1,HF'ELWI 

524 NEXT'BAEF 

526 POKE Z-f4,64'CFAJ 

528 GOTO 510'BDFK 

540 FOR L=0 TO 24: POKE Z+L, ;NEXT ' GKQI 

542 F=F+250:PRINT" [HOME, DOWN] 

"TAB(33) F'EKMJ 
550 GOSUB 1034 'BEJF 
552 GOTO 110'BDBK 
600 PRINT:PRINT TAB (10) "PLAY AGAIN 

[SPACE2] Y OR N" 'DEKH 
610 GET JUNK$:IP JUNK$<>""THEN 

610'FOQH 

620 GET A$'BCGD 

621 IF A$ = ""THE,N 620'DFYF 

622 IF A$="Y" THEN 640'DFKH 
630 END'BACD 

640 F=0:LV=5'CGJG 
644 GOSUB 1034 'BEJJ 
660 GOTO 110'BDBH 

1000 PRINT" [CLEAR] ":POKE 53281,0 
:POKE 53280, 0'DQDX 

1002 PRINT" (CYAN, DOWN10] 

PLEASE WAIT ONE MOMENT " ' BADD 

1003 READ FR,DR:IF FR=0 THEN 1005'ENPB 

1004 GOTO 1003 'BEBX 

1005 REM READ ML SCROLL DATA'BQTD 
1005 FOR X=49152 TO 49523:READ A 

:POKE X,A:NEXT'GSWG 
1008 POKE 49523, 2;P0KE 49524,36 
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:POKE 49525, 5:P0KE 49526 , 21 ' EIPK 
1010 REM READ ML JOYSTICK DATA'BSFY 
1012 FOR X=828 TO 949:READ A:POKE X,A 

:NEXT'GOCC 
1014 REM READ SMITH SPRITE DATA 

I'BUGE 
1016 FOR X=12288 TO 12350:READ A 

:POKE X,A:NEXT'GSFH 
1018 REM READ SMITH SPRITE DATA 

2'BUHI 
1020 FOR X=12352 TO 12414:READ A 

:POKE X,A:NEXT'GSXC 
1022 REM READ SPIDER SPRITE 

DATA'BUXD 
1024 FOR X=12415 TO 12478:READ A 

:POKE X,A:NSXT'GSJG 
1026 REM READ MICHIGAN SPRITE 

DATA ' BWTH 
1028 FOR X=12480 TO 12542:READ A 

JPDKE X,A:NEXT'GSCK 
10 3 REM READ SAVE ME SPRITE 

DATA 'BURG 
1032 FOR X=12544 TO 12606:READ A 

:POKE X,A:NEXT'GSEF 
1034 REM PREPARE SPRITES 'BOYE 
1036 POKE 2041,194:POKE 2042,195 

:POKE 2043,196:P=192 

:POKE 2040,P'FNOE1 
1038 POKE 53285, 10:POKE 53286,13 

iPOKE 53287, 8:P0KE 53288,14 

:POKE 53289, 7'FRYP 
1040 POKE 53290, 3'BHXX 

1042 POKE 53248, 170:POKE 53249,210 
: POKE 53251,135 
:POKE 53252, 170'EOKJ 

1043 POKE 53250, 168 'BJVC 

1044 POKE 53253,62: POKE 53254,196 
IPOKE 53255, 52'DCCI 

1046 POKE 53276, 7'BHBF 

1047 POKE 53264, 0'BHVF 

1048 RETURN 'BAQF 

1050 PRINT" [CLEAR] "; PRINT" [DOWN10] 
"TAB(12) "SPIDER TRAP" ' DEBF 

1052 RM=30:POKE 54273 , 15 : POKE 54277,16 
: POKE 54278,240' EHMJ 

1054 POKE 54287, RM:P0KE 54296,31 
:POKE 54276, 21'UBMJ 

10 56 RM=RM-1:IF RM=10 THEN 1060 'FOBK 

1G57 FOR T = TO 100 :NEXT ' EGRI 

1058 GOTO 1054 ' BEHH 

1060 FOR 1=0 TO 24:POKE 54272+1,0 
INEXT'GOYF 

1061 W=PEEK{53279) : Y = PEEK {53278 ) 'ERJG 

1062 RETURN 'BAQB 

1090 REM MUSIC DATA'BJQF 

1092 DATA 4817,2,5103,2,5407,2,8583,4, 

5407,2,8583,4'BQGM 
1094 DATA 5407,4,8583,12,9634,2,10207, 

2,10814,2,8583,2'BTUP 
1096 DATA 9634,4,10814,2,8583,2,9634, 

4,8583,12,0,0'BPEQ 
1100 REM ML SCROLL DATA'BMRX 
1102 DATA 174,114,193,224,3,144,3,76, 



117, 192, 188, 114, 193, 140, 121, 193, 

174 'BMDI 
1104 DATA 118,193,232,202,32,30,193, 

172,121,193,17 3,119,193,201,2, 

208,lfl'BMDK 
1106 DATA 169,32,72,173,33,208,72,76, 

50,192,177,90,72,177,92,72, 

204'BHGL 
1108 DATA 116,193,240,20,200,177,90, 

72,177,92,136,145,92,104,145,90, 

2fl0'BLTQ 
1110 DATA 204,116,193,208,238,240,18, 

136,17 7,90,72,177,92,20 0,145,92, 

104'BMHH 
1112 DATA 145,90,136,204,115,193,208, 

238,173,119,193,201,0,20 8,5,10 4, 

104 'BMLJ 
1114 DATA 76,111,192,104,145,92,104, 

14 5,9 0,236,117,19 3,208,160,96, 

172,116'BNEL 
1116 DATA 193,200,189,114,193,170,32, 

30,193,173,120,193,201,2,208,19, 

136'BMNN 
1118 DATA 169,32,153,122,193,173,33, 

20 8,153,162,19 3,20 4,115,193,20 8, 

2 39,240'BPVQ 
1120 DATA 16,136,177,90,153,122,193, 

177,92,153,162,193,204,115,193, 

208,240'BOII 
1122 DATA 236,117,193,240,37,202,32, 

30,19 3,172,116,193,20 0,136,17 7, 

90,72'BMUK 
1124 DATA 177,92,32,48,193,145,93,104, 

145,90,32,56,193,204,115,193, 

208'BKQM 
1126 DATA 234,236,117,193,208,221,240, 

46,202,206,118,19 3,232,32,30,193, 

172'BOMO 
1128 DATA 116,193,200,136,32,48,193, 

177,90,72,17 7,92,32,56,193,145, 

92,104'BNQQ 
1130 DATA 145,90,204,115,193,208,234, 

236,118,193,20 8,221,238,118,19 3, 

232'BMFJ 
1132 DATA 32,30,193,173,120,193,201,0, 

24 0,20,172,115,193,136,200,185, 

162'BMTL 
1134 DATA 193,145,92,185,122,193,145, 

90,204,116,193,208,240,96,189,89, 

193'BNJN 
1136 DATA 133,91,24,105,212,133,93, 

18 9,64,193,13 3,90,133,92,96,72, 

152'BJRO 
1138 DATA 24,105,40,168,104,96,72,152, 

56, 23 3, 40, 168, 104, 96, 0,4 0, 80 'BGBQ 
1140 DATA 120,160,200,240,24,64,104, 

144,184,224,8,48,88,128,16 3,20 8, 

248'BLCK 
1142 DATA 32,72,112,152,192,4,4,4,4,4, 

4,4,5,5,5,5,5'BQCI 
114 4 DATA 5,6,6,6,6,6,6,6,7,7,7,7,7,3, 

0,4,0,4,1,1'BOEJ 

1150 REM ML JOYSTICK DATA'BOCD 

CoittlnuedoH 1)^. UH 
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Fractals and 
Other 
Diabolical 
Designs 

"i\r 

i^o one will be considLTfd scien- 
tifically literate tomorrow who is not 
familiar with fractals," believes Pro- 
fessor John Wheeler of the Universit)' 
of Texas. The reason for thi.s strong 
statement, accortling to Paul Da vies, a 
pnjfessor at the University of Newcas- 
tle-upon-Tyne, Kngland, is because 
"fractals delineate a whole new way 
of thinking about structure and form." 

If these two quotes leave you puz- 
zled and curious, you should feel in 
good company. Until just a few years 
agt), fractal was not even a word, let 
alone "a whole new way of thinking 
about structure and form." The word 
was coined by Benoit Mandelbrot in 
1975 to describe things that had an 
irregular, somewhat chaotic shape or 
pattern, but were well-behaved 
enough that they could be described 
mathematically. 

Mandelbrot has used his theory of 
fractals to mathematically describe 
such diverse and irregular phenom- 
ena as the stock market, the year-to- 
year pattern of floods and droughts of 
the Nile river, the shapes of trees and 
leaves, the weather, the density and 
severity of water pollution in the 
Great Lakes, and the length and shape 
of Britain's coastline. In Mandelbrot's 
capable hands, fractals have become a 
means to create mathematical order 
out of nature's (and tnan's ) chaos. 

In the hands of others, fractals have 
become a way to create stunning vi- 
sual beaut)' out of mathematical for- 
mulas and computer graphics. Lucas- 
film, the creator of the Star Wars film 
saga, for example, h:us long usetl frac- 
tals to generate computer images for 
film scenes, llie l.ucas organization 
has also developed several computer 
games (all available for the c;ommo- 
dore 64/128) using fractals to gener- 
ate the background scenery. One of 
the games was even named to honor 
its fractal roots — Keseue on Tractalus! 



Fractals have become 
a way to create 
stunning visual 
beauty out of 
mathematical 
formulas and 
computer graphics 
Lucasfilm has long 
used fractals to 
generate computer 
images for film 
scenes. 



Figure 1. Mandelbrot's Square 
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Just what is a fractal? A precise defi- 
nition would recjuire a lengthy and 
perhaps boring digression into higher 
mathematics. Fortunately, fractals are 
relatively easy to describe and are 
even easier to program in LOGO. 
Generally, a fractal is a shape or pat- 
tern that seems to be made up from 
smaller and smaller versions of the 
same overall shape. 

Por example, a tree is one of na- 
ture's fractals. When you look at a tree 
from a distance, you see a few big 
branches. As you move closer to the 



tree, you see that these branches have 
branches themselves. As you contin- 
ue to move closer, you see that each 
"level" of branch is itself composed of 
smaller branches until you finally see 
iiHiividu;d twigs. 

'lliis idea of a simple pattern being 
repeated over and over again in in- 
creasingly smaller scales, and of the 
various parts of the pattern resem- 
bling the whole pattern is called self- 
similarity, and is the most common 
property of fractals. 

Two Types of Fractals 

E-ractals arc divided into two main 
camps; random fractals and geometric 
fractals, ilandom fractals generally oc- 
cur in nature, such as the patterns of 
trees, rainfall, the meandering of 
streams and rivers, or the shapes of 
clouds or mountains. By using com- 
pmers and random fractal theory, it is 
possible to study these random phe- 
nomena and to better understand 
them. Similarly, by using computer 
graphics, it is po.ssible to simulate ran- 
dom fractals, just as Lucasfilm and 
others have created beautiful artificial 
,scener>' on film that cannot be differ- 
entiated from nature's own. 



Figure 2. Mandelbrot's Hooked 
Snowflake 
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Ilie designs we now call geometric 
fractals were a part of mathematics 
long beftire Mandelbrot coined the 
term fractal to describe them. Origin- 
ally, these designs were developed at 
the turn of t!ie century by maverick 
mathematicians who seemed to be re- 
belling against traditional laiclidean 
concepts of geometr>', which held 
thai a curve must be smooth, and that 
dimensions must be integers. Prior to 
that time, a line or a curve was con- 
sidered to have only one dimension 
and a plane had two dimensions. 

These maverick mathematicians 
contrived new forms of curves which 
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became more and more "wiggly" 
(and, as a result, longer ami longer) 
until the curve would fill the entire 
plane and have infinite length. 'Hiese 
mathematicians argued that as their 
curves became increasingly "wiggly" 
and finally tilled the plane, the curve 
would no longer be one-dimensional, 
but would become two-dimensional. 
In 1919 a German mathematician, 



Figure 3. Gosper's Flowsnake 
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Felix Hausdorff, developed a quantita- 
tive way to measure a curve's "wigg- 
lyness" and called this index the 
curve's fractional dimension. When 
these mavericks first introduced their 
contrived ciin'es almost a himdred 
years ago, their more traditional 
mathematician peers labeled the 
curves :ls "monsters," "diabolical de- 
signs," and "pathological." Today, we 
know all of these types of curves as 
geometric fractals. 

Fractals in LOGO 

Drawing geometric fractals in 
LOGO is easy. To understaiul why, 
let's see how a geometric fractal is 
created. Hgiire 1 shows one side of a 
fractal called "Mandelbrot's Square 
Snowflake," Hie top part of the figure 
shows a line that is labeled "level 0." 



Ill is line is called the initiator. Tlie 
middle part of the figure labeled "lev- 
el 1 " is called the f-vtUTator. Level 2 
in the bottom of the figure shows 
how the generating shape is used to 
replace each occurrence of the initia- 
tor (i.e., each line segment) in the 
previous level. 

This process of successively replac- 
ing each occurrence of the initiator 
with the generator shape could be 
repealed indefinitely through an infi- 
nite nimiljer of levels. In fact, to be a 
true fractal according to Mandelbrot';* 
definition, it must be repeated infi- 
nitely. In practice, however, approxi- 
mating a fractal by drawing up to lev- 
el 4 or 5 is quite sulfieient to see the 



Figure 4, Abelson's Cornered 
Polygons 




overall design. The initiator and the 
generator shapes are all that are need- 
ed to completely describe a fractal. 

Interestingly enough, the Square 
Snowflake fractal has a fractional di- 
mension of 1.5 as defined by Haus- 
dorff. liy comparison, "Mandlebrot"s 
Hooked Snowfliike," shown in 1-igiire 
2, has a Hausdorff dimension of 
1.8687 and is quite a bit more "wig- 

Sly." 

'Hie process of repeatedly replac- 
ing each occurrence of the initiator 



shape ^\'ith the generator shape is a 
recursive process and. as such, is easy 
in a recursive computer language like 
LO(;{). 'Hie listing at the end of this 
article ecmtains a LOGO program that 
tlraws I 2 separate fractals and other 
"monsters." Figures 3 and 4 show two 
of the most "diabolieal" designs. Q 



Additional 
Reading 

A great deal has been written about 
fractals in recent years. Several of 
the most interesting and informa- 
tive articles and books arc: 
"An Interview with Benoit H, 
Mandlebrot," Onmi, September 
1984. 

Abelson and diScssa, Turtle Geom- 
eliy, MIT Press, 1980 (Especially 
section 2,4, "Recursive Designs" ). 

Gardner, "Mathematical Games — 
"Monster" (kirvcs," Scientific 
American, Deceinber 1976. 

Mandelbrot, 'i'he fractal Geometr}' 

ofj^attire, W. II. Freeman, 1982. 

McDermott, "Geometrical Forms 
Known as Fractals Find Sense in 
C'haos," Smithsonian, December 
1983. 

Sorensen, "Fractals," BYTE, Sep- 
tember 1984. 

'lliornburg. Discovering Apple 
LOGO — A)i huntation to the Art 
and Pattern of Nature, Addison - 
Wesley, 198.3 (I-specially Chapter 
XI — 'How Long is the Coast of Cali- 
fornia? Fractals and Recursion' ). 



You must havt a copy of LOGO for the 64 lo ran iJiL* pii>grim. 

Fractals in LOGO 

TO START 

TEXTSCREEN 

CLEARTEXT 

PRINT [FRACTALS AND OTHER DIABOLICAL DESIGNS] 

PRINT [] 

PRINT [ASSEMBLED BY DAVID HALMBERG] 

PRINT [] 

PRINT [A - MANDELBROT'S DRAGON] 

PRINT [B - HILBERT'S CURVE] 

PRINT [C - SIERPINSKI'S CURVE] 

PRINT [D - ABELSON'S C CURVE] 

PRINT [E - KOCH'S SNOWFLAKE] 

PRINT [F - GOSPER'S FLOWSNAKE] 



PRINT [G - MANDELBROT'S SQUARE SNOWFLAKE] % 

PRINT [H - ABELSON'S CORNERED POLYGONS] 

PRINT [I - MALMBERG'S WEAVE] 

PRINT [J - ABELSON'S NESTED TRIANGLES] 

PRINT [K - MANDELBROT'S HOOKED SNOWFLAKE] 

PRINT [L - MALMBERG'S MAZE] 

PRINT [] 

PRINTI ['ENTER CHOICE '] 

MAKE "KEY READCHARACTER 

IF :KEY = "A THEN DRAGON 6 10 

IF :KEY = "B THEN MIL 7 5 

IF :KEY = "C THEN SIERPINSKI 6 4 

IF :KEY = "D THEN C. CURVE 4 10 

IF :KEY = "E THEN KOCH 200 3 

IF ;KEY = "F THEN GOSPER 200 3 

IF :KEY = "G THEN SQ.SNOW 140 2 

IF ;KEY = "H THEN CORNER 80 144 10 

IF :KEY = "i THEN MAKE "X "FALSE WEAVE 250 2 
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IF 

IF :KEY 
IF :KEY 
START 



KEY = "J THEN NEST 240 6 

"K THEN HOOKSNOW 220 3 

"L THEN MAKE "X "TRUE WEAVE 190 2 



END 

TO ST ART. DRAWING :X :Y 

CLEARTEXT 

CLEARSCREEN 

HIDETURTLE 

PEN UP 

BACKGROUND 14 

PENCOLOR 6 

( SPLITSCREEN 1 ) 

HOME 

SETXY :X :Y 

PENDOWN 
EfJD 

TO PRESS. RETURN 

PENUP 

CURSOR 24 

PR INT 1 [PRESS RETURN TO DRAW ANOTHER CURVE] 

MAKE "KEY READCHARACTER 

START 
END 

TO DRAGON :SIZE : LEVEL 

START. DRAWING 80 ( - 30 ) 

CURSOR 24 PRINT1 [MANDELBROT'S DRAGON] 

LDRAGON ;SIZE ; LEVEL 

PRESS. RETURN 
END 



TO LDRAGON 



IF :LEVEL = FORWARD :SIZE STOP 



LDRAGON 
LEFT 90 
RDRAGON 



SIZE 



SIZE 



SIZE 



LEVEL 



LEVEL - 1 



LEVEL - 1 



END 



TO RDRAGON ;SIZE 



IF : LEVEL = THEN FORWARD :SIZE STOP 



LDRAGON :SIZE 
RIGHT 90 
RDRAGON ;SIZE 



LEVEL 



LEVEL - 1 
LEVEL - 1 



END 



TO HIL :SIZE :LEVEL 

START. DRAWING 70 ( - 110 ) 

CURSOR 24 PRINT1 [HILBERT'S CURVE] 

HILBERT :SIZE :LEVEL 1 

PRESS. RETURN 
END 



TO HILBERT :SJZE :LEVEL :PARITY 

IF :LEVEL = THEN STOP 

LEFT :PARITY * 90 

HILBERT :SIZE ;LEVEL 

FORWARD :SIZE 

RIGHT :PARITY * 90 

HILBERT :SIZE :LEVEL 

FORWARD .-SIZE 

HILBERT ;5IZE :LEVEL 

RIGHT :PARITY * 90 

FORWARD :SIZE 

HILBERT :SIZE ;LEVEL 

LEFT :PARITY * 90 
END 



1(0- : PARITY ) 



1 : PARITY 



1 : PARITY 



1 { - : PARITY ) 



TO SIERPINSKI :SIZE :LEVEL 
MAKE "DIAG :SIZE / SQRT 2 



START. DRAWING ( - 100 ) ( - 100 ) 
CURSOR 24 PRINT1 [SIERPINSKI'S CURVE] 
REPEAT 4 [ONESIDE :LEVEL RIGHT 45 FORWARD 

;DIAG RIGHT 45] 
PRESS. RETURN 
END 

TO ONESIDE : LEVEL 

IF : LEVEL = THEN STOP 

ONESIDE : LEVEL - 1 

RIGHT 45 

FORWARD :DIA6 

RIGHT 45 

ONESIDE :LEVEL - 1 

LEFT 90 

FORWARD :SIZE 

LEFT 90 

ONESIDE :LEVEL - 1 

RIGHT 45 

FORWARD :DIAG 

RIGHT 45 

ONESIDE : LEVEL - 1 



END 
TO 



C. CURVE :SIZE :LEVEL 
START. DRAWING ( - 70 ) ( - 40 ) 
CURSOR 24 PRINTl [ABELSON'S C CURVE] 
C :SIZE ;LEVEL 
PRESS. RETURN 
END 

TO C :SIZE ;LEVEL 

IF : LEVEL = THEN FORWARD :SiZE STOP 

C ;SIZE rlEVEL - 1 

RIGHT 90 

C :SIZE :LEVEL - 1 

LEFT 90 
END 

TO KOCH :SIZE : LEVEL 

START. DRAWING ( - 80 ) ( - 80 ) 
CURSOR 24 PRINT1 [KOCH'S SNOWFLAKE] 
REPEAT 3 [SIDE :SIZE :LEVEL RIGHT 520] 
PRESS. RETURN 

END 

TO SIDE :SIZE :LEVEL 
LOCAL "UNIT 
IF : LEVEL = THEN FORWARD :SIZE STOP 



END 



MAKE "UNIT :SIZE / 3 
SIDE .-UNIT ( 
LEFT 60 
SIDE lUNIT ( 
RIGHT 120 
SIDE :UNIT ( 
LEFT 60 
SIDE .-UNIT ( 



LEVEL - 1 ) 
LEVEL - 1 ) 
LEVEL - 1 ) 



LEVEL - 1 ) 



) 



TO GOSPER :SIZE ; LEVEL 

MAKE "G- SEGMENT 1 / { SQRT 7 

START. DRAWING { - 110 ) 

CURSOR 24 PRINTl [GOSPER'S FLOWSNAKE] 

RGOSPER :SIZE :LEVEL 

PRESS. RETURN 
END 

TO RGOSPER :SIZE : LEVEL 
LOCAL "UNIT 

IF .-LEVEL = THEN FORWARD :SIZE STOP 
MAKE "UNIT :SI2E * :G. SEGMENT 
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RIGHT 75 
LGOSPER 
LEFT 60 
RGOSPER 
RGOSPER 
LEFT 120 
RGOSPER 
LEFT 60 
LGOSPER 
RIGHT 120 
LGOSPER :UNIT 
RIGHT 60 
RGOSPER :UNIT 
LEFT 15 



:UNIT ( 

rUNIT { 

:UNIT ( 

:UNIT ( 

UNIT ( 



LEVEL - 1 ) 



LEVEL - 
LEVEL - 

LEVEL - 

LEVEL - 



LEVEL 
LEVEL 



END 



TO LGOSPER rSIZE : LEVEL 
LOCAL "UNIT 

IF ; LEVEL = THEN FORWARD :SIZE STOP 
MAKE "UNIT ;SIZE * ;G. SEGMENT 



RIGHT 15 
LGOSPER :UNIT { 
LEFT 60 

RGOSPER :UfJIT ( 
LEFT 120 
RGOSPER :UNIT { 
RIGHT 60 
LGOSPER :UNIT ( 
RIGHT 120 
LGOSPER :UNIT ( 
LGOSPER :UNIT ( 
RIGHT 60 
RGOSPER :UfJIT [ 
LEFT ?5 



LEVEL - 



LEVEL 



LEVEL 

LEVEL 

LEVEL 
LEVEL 



LEVEL - 1 } 



END 



TO SQ.SNOW :SIZE : LEVEL 

START. DRAWING ( - 100 ) ( - 60 ) 

CURSOR 24 PRINT1 [MANDELBROT'S SQUARE 
SNOWFLAKE] 

REPEAT 4 [EDGE :SIZE iLEVEL RIGHT 90] 

PRESS. RETURN 
END 

TO EDGE :SIZE :LEVEL 
LOCAL "UNIT 

IF : LEVEL = THEN FORWARD :SIZE STOP 
MAKE "UNIT :SIZE / 4 
EDGE :UNIT ( : LEVEL - 
LEFT 90 

: LEVEL 



EDGE :UNIT ( 
RIGHT 90 
EDGE :UNIT ( 
RIGHT 90 
EDGE :UNIT { 
EDGE :UNIT ( 
LEFT 90 
EDGE :UNIT ( 
LEFT 90 
EDGE :UNIT ( 
RIGHT 90 
EDGE :UNIT ( 



LEVEL - 

LEVEL - 
LEVEL - 

LEVEL - 

LEVEL - 

LEVEL - 



PRESS. RETURN 
END 

TO CORNERPOLV :SI2E :ANGLE rTOTALTURN 
IF :SIZE ( .-LIMIT THEN STOP 
CORNERPOLYSTEP :SIZE :ANGLE 
MAKE "TOTALTURN :TOTALTURN + :ANGLE 
IF NOT ( { REMAINDER ;TOTALTUfiN 360 ) 



= ) 
THEN CORNERPOLV :SIZE : ANGLE : TOTALTURN 



END 



TO CORNERPOLYSTEP :SIZE :AN6LE 

FORWARD :SIZE 

CORNERPOLY ( :SiZE / 2 ) ( - 

RIGHT :ANGLE 
END 



: ANGLE ) 



TO WEAVE :SIZE ; LEVEL 

MAKE "PARITY ( - 1 ) 

START. DRAWING ( - 120 ) 

CURSOR 24 

IF NOT ;X THEN PRINT1 [MALMBERG'S WEAVE] 

IF :X THEN PRINT1 [MALMBERG'S MAZE] 

MAZE :SIZE ; LEVEL 

PRESS. RETURN 
END 

TO MAZE :SIZE :LEVEL 

LOCAL "UNIT 

IF :LEVEL = THEN INTERIOR 

MAKE "UNIT .-SIZE / 3 

MAZE :UNIT :LEVEL - 1 

LEFT 90 

HAZE :UNIT :LEVEL - 1 

REPEAT 3 [RIGHT 90 MAZE 

REPEAT 3 [LEFT 90 MAZE :UNIT 

RIGHT 90 

MAZE :UNIT :LEVEL - 1 
END 



SIZE STOP 



UNIT :LEVEL - 1] 
LEVEL - 1] 



END 

TO CORNER :SIZE :AN6LE :L 

MAKE "LIMIT :L 

START. DRAWING ( - 30 ) 

CURSOR 24 PRINT1 [ABELSON'S CORNERED POLYGONS] 

CORNERPOLY :SIZE : ANGLE 



TO INTERIOR : 


SIZE 


MAKE "PARITY ( - :f>ARITY ) 


MAKE "UNIT 


:SIZE / 5 


IF :X THEN 


MAKE "PARITY 1 LEFT 45 


FORWARD 4 


* :UNIT 


RIGHT 90 * 


: PARITY 


FORWARD 3 


* :UN1T 


RIGHT 90 * 


: PARITY 


FORWARD 2 


* :UNIT 


RIGHT 90 * 


:PARITY 


FORWARD :UNIT 


RIGHT 90 * 


;PARITY 


FORWARD :UNIT 


LEFT 90 * 


: PARITY 


FORWARD ;UNIT 


LEFT 90 * 


: PARITY 


FORWARD 2 


* :UNIT 


LEFT 90 * 


: PARITY 


FORWARD 3 


* :UNIT 


LEFT 90 * 


: PARITY 


FORWARD 4 


* ;UNIT 


LEFT 90 * 


: PARITY 


FORWARD 4 


* ;UNIT 


RIGHT 90 * 


;PARITY 



IF :X THEN RIGHT 90 FORWARD 4 * :UNIT LEFT 45 
END 

TO NEST ;SIZE :LEVEL 

START. DRAWING ( - 100 ) { - 1 15 ) 

CURSOR 24 PRINT1 [ABELSON'S NESTED TRIANGLES] 
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PROTECT YOUR HOME 

WITH YOUR 

COMMODORE 64 OR 

COMMODORE 128 



A Complete Home Security System. riO wmiriQ 
REQUIRED! 

How you can use your Commodore 64 or 128 to 
protect your valuables and your family. . .even 
whien you're not at home! 

The X-IO Powerhouse is a programmable home 
security system that really w/orKs, can be custom- 
ized to fit your needs and budget, and won't tie up 
your computer. 

Use your computer to program the controller and 
then disconnect it. The controller then plugs Into a 
normal outlet and remembers all your instructions. 
Your computer is not tied up! There's even battery 
back-up in case of power failure. 

You can control lights, televisions, stereos and ap- 
pliances anywhere in your home. Make your home 
look lived-in even when you're away. Have lights 
already on when you get home. Set it with different 
schedules for each day. A built-in real-time clock 
remembers it all. 

The X- 1 system requires no wiring. Installation is a 
snap. Just plug the lamp or appliance into an X-10 
module and plug the module into a. wall socket. 
Done. 

Act now and get a special start-up kit including 
software for the Commodore 64 or 1 28, interface, 
connecting cables, a bedside controller, an appli- 
ance module, a lamp module, a user manual and 
technical documentation, all for $79.95 (including 
shipping and handling). 



Send $79.95 check or money order to: 

The Info Group 

P.O. Box 767 
Cxton, PA 19341 

Pa. residents add 6% sales tax ($84.75 per kit). 

Dealer inquiries welcome. 

Pfllislrirrl Ir.w1<'pn.ijk <lf X- ](1 [1 h A 
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NESTEDTRIANGLE 
PRESS. RETURN 



;SIZE :LEVEL 



END 

TO NESTEDTRIANGLE :S1ZE : LEVEL 

IF : LEVEL = THEN STOP 

REPEAT 3 [NESTEDTRIANGLE :SIZE / 2 :LEVEL 
1 FORWARD :SIZE RI(5HT 120] 
END 

TO HOOKSNOW ;SIZE :LEVEL 

START. DRAWING 80 { - 110 ) 

CURSOR 24 PR1M1 [MANDELBROT'S 
HOOKED SNOWFLAKEJ 

RSNOW :51ZE :LEVEL 

PRESS. RETURN 
END 



TO RSNOW :SIZE :LEVEL 




LOCAL "UNIT 




LOCAL "SUNIT 




IF : LEVEL = THEN FORWARD :S1ZE 


STOP 


HAKE "UNIT :SIZE / 3 




MAKE "SUNIT :S1ZE * 2 * ( SIN 60 


) / 


LEFT 60 




LSNOW :UNIT :LEVEL - 1 




RSNOW ;UNIT : LEVEL - 1 




RIGHT 60 




RSNOW :UNIT :LEVEl - 1 




RIGHT 60 




RSNOW :UNIT : LEVEL - ! 




RIGHT 150 




RSNOW : SUNIT : LEVEL - 1 




LSNOW .-SUNIT ; LEVEL - 1 




LEFT 60 




RSNOW ; SUNIT ; LEVEL - 1 




LEFT 60 




LSNOW :SUNIT ;LEVEL - 1 




RSNOW ; SUNIT ; LEVEL - 1 




LEFT 90 




LSNOW .-UNIT : LEVEL - 1 




RSNOW :UNIT : LEVEL - 1 




END 




TO LSNOW :SIZE :LEVEL 




LOCAL "UNIT 




LOCAL "SUNIT 




IF : LEVEL = THEN FORWARD :SIZE 


STOP 


HAKE "UNIT :S]ZE / 3 




HAKE "SUNIT :SIZE * 2 * ( SIN 60 


) / 


LSNOW :UNIT : LEVEL - 1 




RSNOW :UNIT : LEVEL - 1 




RIGHT 90 




LSNOW :SUNIT :LEVEL - 1 




RSNOW : SUNIT ; LEVEL - 1 




RIGHT 60 




LSNOW : SUNIT : LEVEL - 1 




RIGHT 60 




RSNOW ; SUNIT ; LEVEL - 1 




LSNOW .-SUNIT .-LEVEL - 1 




LEFT 150 




LSNOW :UNIT :LEVEL - 1 




LEFT 60 




LSNOW :UNIT :LEVEL - 1 




LEFT 60 




LSNOW :UNIT :LEVEL - 1 




RSNOW .-UNIT : LEVEL - 1 




RIGHT 60 





END 
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Get the most out of 

your new 

C-128 or Am^ computer 

with these authoritative guides prepared 
by Commodore's technical staff 



COMMODORE 






PERSONAL COMF'UFER 

Progrannmer's Reference Guicte 




Now that you have your brand-ucvv Comnicxlore® 
comiiutcr, tct tne experts show you everything you 
need to know to master your nitichine's full [xitential. 

C-128 OWNERS: llyouVc om- <.f the pmjiital half- 
niillioii new C'- ! 2S ovvtuTs, you know you've got a machine 
tliat's iiitTcilihly powerilil for its prkv, Nuvv lianii'.w every Hit 
ol'that piwcr \vith the oflifial Commodore I2H Pr(Hjrdmmi'r's 

Here's e\ervtliiiijj voii tiecil to hww, from BASIC to 
niadiine language and CPM o[H:rations, an inj>ut/ont|Hit guide, 
color etxles, and sound/fret] ut'ncy tahles. L'omprehensiw 
a[>[X'n(iiccs indiule maps cit'inonion' locations, error messages, 
pinout diagrams of primary tliips, and a lomplete selieniatic 
(liagrani essential lor mtMliliealions to tile machine and 
nonstanilard interlaces. 

Commodore 128 

Programmer's Reference Guide 

A Bantam Computer Book 




Commodore is a registered twdcmark orCoiiimmhiri' Electroiiits, Ltd 
Cammudori' 128 is a trademark ofCoiHmmliiri' nliTtrotiit.*, l.iil 



AMIGA OWNERS: You're Ibiding out v\hy the 
Amiga computer, with its exceptional graphics, is the hottest 
tiigli-end personal com[)uter on the market. And heeniisc 
'Ihe AmyulX)S Manual is the only source of coinplete information 
on the Amiga's disk o|x*rating system, you ju.st can't aftord to 
|x' without il. 

Really three ixxiks it) one, 77it' Ami<]iiDOS ,U(j/iUij/ includes; 
a iLser's manual with in.stnictioiLs on how to usi' aS! available 
DOS comnianiis, from the most common to the most advanced; 
a technical reference manual which detaiLs :\mijia's highly refined 
hierarchical llling system; and, lor the advanced user interested 
in prolessionnl-tjuality jirogramming, a (ievek)per'.s manual 

for t' and as,semhly languages jirogram develo])ment. 



BANTAM 
ELECTKUNIC 
Ptl BUSHING 



The AmigaDOS Manual 

A Bantam Computer Book 

Amiga is i trademark of Commodorv-Amiga, Enc. 



At JilahlL- al Itookstoroi am) tumputcr stores nationwide^ 
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BY MAKK JORDAN 



ArcheType 

A Word Processor 
for the 128 
Part 2: 
Bnhancemen ts 

mTart I, the IxisicAnbvType umni pro- 
cessor, appeared in the Mayijune is- 
sue Q/'C:oninu>dorc Microconipiitcrs. 
'ibis issue ttv add all the ciihuncx'- 
lueiits you've come to expect in a 
full-featured tvord processor — 
heiuiers. footers. Justification, printer 
control codes and more. 

One month has pLissed since the 
first instaUment of ArchcTypc and 
you're likely getting anxious to start 
using tliose "cnhanecments" that 
were promised. Well, they're liero. 
Type tlieni in and let's get Started, 

In this part of the program, func- 
tion keys 7 and 8 have now hcen de- 
ft ned. Key 7 ranges text you wish to 
tieletc or copy. Press it, then use the 
cursor keys to higlilight the area of 
text you want altered. The higtiliglit- 
ing makes use of die 1 2H's color by 
leaving reversed green text in the 
cursor's trail. If you want to delete it. 
press D. If, instead, you wish to store 
(copy) it in the large buffer, press S. 
The text will im-higliliglit and you'll 
he ready to t) pe again. 

When you use these functions, you 
can copy up to two screens into the 
hiilTer. Also, the cursor left mu] right 
keys will stop at the top left and bot- 
tom right of the screen, requiring you 
to use the upaUiwn cursor keys to 
scroll the screen. 

Function key 8 is the paste key. Any 
text that you store or tie I etc using key 
7 can be [lasted anywhere in the text 
by prcssinji P8. It will be formatted as 
it appears. 

Don't worr)' about remembering 
these ctmnnaitds. ArcheType will 
help you in two ways. One, ihe title 
bar will prompt you in many situa- 
tions. Two, a help screen listing all 
the commands in living color will ap- 
pear whenever you press llHi.P. I 
hope you get a chance to view this on 
a color R(;ill monitor like the 1902. 




Additional 
commands let you 
search ajid replace 
text, set margins and 
underline. 



The colors are wonderful. 

Along with the block moves shown 
al>ove, perhaps the next most conve- 
nient feature of a word prtjccssor is 
the seurch-and-replace commantl. Ar- 
cheType gives you several methods 
to perform this function. If you just 
wish to search the document, press 
Commodore-S. The title bar will ask 
you to r>'pe in the phr:ise you want to 
find. Terminate your phrase with a 



RETURN. When the phrase is found, it 
will be highligbtetl in rctl. If you want 
U) stop there, press X and you'll find 
your cursor on the word or phrase 
you've found. If you wish to find the 
next occurrence, press any other key. 

Replace is accessed by pressing 
Commodore- R. 'V'ou'll be prompted to 
input the search phrase us above, but 
following that you'll be asked for the 
replace phrase. Then you'll need lo 
choose whether or not you want all 
occurrences to be changed. If you 
choose N for not, the computer will 
allo\\- you to pick and choose w^iicli 
occurrences you want to replace. 

One last note about both these 
commands: they are ease-sensitive. 
This means that if you search for the 
word "Boat," it will not find "boat." 
To find all occurrences of the word 
boat, both capitalized and not, either 
.search for "oat" or run the search 
twice. 
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Ont control command has been 
added — ^Control-C. Put your cursor 
anywliere on iiny line ytm want cen- 
tered, press Control-t; and the line 
will automatically center. Don't wor- 
ry' about the graphic ch;iractcr that 
you'll see on the left margin. It won't 
print. It's there so that if you later 
reformat your document to different 
margins, your line will stay centered. 

'Hie last group of new commands 



If you can't remember 
a command, press 
HELP for an instant 
reminder 

are the control codes. Such things as 
headers, footers, margins, etc., fall 



Quick Reference Command Chart for ArcheType 



Cursor Keys — move cursor directionally, one character 

Clr/Home — move cursor to top of screen 

Shift Clr/Home — move cursor to top of document 

Inst/Del — delete character to left of cursor 

Shift lnsi/l)el — insert space 

English pound — play tune 

Tab — move 5 spaces to the right 

Shift Tab — move 5 spaces to the left 

Escape — allows output of chrS(x) 

Shift-Return — re-pastes one-line deletes 

Help — get help screen 



CONTROL + : 

Cursor Keys — move cursor to directional extremes 

B — move cursor to end of text 

W — move cursor to previous screen 

E — move ctirsor to next screen 

P — begin printing subroutine 

D — delete all characters to right of cursor 

V — set position marker 

G — goto screen number (of "f" to former position) 

C — center line 

English Pound — clear all text 



FUNCTION KEYS: 

1 — Insert niode 

2 — Insert 5 lines 

3 — Reformat paragraph from cursor 

4 — Reformat entire document 

5 — Load program 

6 — Save program 

7 — Range block, delete and copy 

8 — Paste block 



Up-arro-w + control character. Follow with; 

Im(xx) — left margin 

nn(xx) — riglit margin 

tm(xx) — top margin 

bm(xjc) — bottom margin 

mr(xx) — margin release 

in(xx) — indent 

ss(xx) — spacing 

jy/jn — justify' on/off 

nx — force page 

h.(Ic/re/ce) — header aligned left, right, or centered 

f.(lc/re/ce) — footer " " " ' 

pn — print page number (use with header or footers) 

Commodore key + ; S = Search R = Replace P = Directory 



into this category. To use them you 
need to use one of four keys. 

The margins, spacing, justitlcations, 
header and footer controls are all ac- 
cessed by pressing the up-arrow key 
then following it with ttic appropriate 
command. The command to change 
the left margin is "Im" followed by a 
number — whatever number you want 
the left margin to be. The right mar- 
gin ret|uires "rm," then its value. 
Change the top margin with "tm" and 
the bottom margin with "lim." Please 
note: The top and bottom margin 
numbers should be simply the num- 
ber of lines down from the top and up 
from the bottom of the page you want 
your text to begin and entl. Defaults 
for top and bottom are 5 lines. De- 
faults for left and right margins are 10 
and 70, respectively. 

You can easily change your margins 
within the text by adding an up-arrow 
line with the proper margin codes, 
You'll need to use the relbrmat op- 
tion to initiate the change. If you wish 
to alter just one paragraph, place your 
cursor on the up-arrow control line 
and press F3. If you want to reconfi- 
gure the entire document, press l-'i 
(see Part 1 and/or the accompanying 
chart for more on 1*1 through 1'6). 

I should mention at this point that 
your text will always line up on the 
left edge of your screen whenever 
you are working on it. However, it 
will go only as far riglit as your preset 
margin values allow, 'Hiis means diat, 
for all practical purposes, each line 
you see on the screen is what you'll 
sec on paper. To get a mt)re exact 
view of how your paper will look, use 
the preview option mentioned in Part 
1. Press Control-P to begin preview- 
ing. 

You can release the left margin for 
the following line with an up-arrow 
"mr" followed by however many 
spaces you want it released, lor ex- 
ample, if your left margin is 10 and 
you want it offset 4 (which would be 
an absolute margin of 6), you'll need a 
value of 4. If you want M indent a 
passage, follow the up-arrow with 
"in" and the number of spaces you 
want to indent relative to your left 
margin. 'Iliis is the exact reverse of 
"rar" except that text will stay indent- 
ed until you shut it ofl" with an "inO." 

Other up-arrow commands include 
"jy" to justify, and "jn" to turn justiil- 
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catiiHi oN. To force a page to end at 
any fiivcii liiK-, u,sc "nx" (tio followiip 
valiif rt'ijiiirctl ). 

ticrt's an example ol a control line 
you niiyhi like at tlic top of a docu- 
ment: 

t Im5 t nn75 t lY T sw2 1 

tmi I bm'i 

Kach lip -arrow initiates a new con- 
trol eommand. Tlie tir.si sets the left 
margin to 5, tlien the rigln margin is 
sei to 75, j list iilcat ion is turned on, 
doiilile spacing is selected, and the 
top and botltjm margins are set for -i 
lines. 

Finally, you can create one-line 
heiiders anti footers via the up arrow 
route. Tor a header, press u()-arrow 
"h." ollowed by either "le" (for 
aligi.ii on the left edge), "re" 
t align I on the right edge), or "ce" 
(for a centered header). Follow these 
with the text you waiil in the header. 
If you desire automatie page number- 
ing, you'll need to follow your header 
text with another up-arrow then 
"pn". And if you want the header to 
appear on jiage one as well as suc- 
ceeding pages, place it on the very 
top line of your doeniuent. 

Ati example is in order. 
f h. re Jordan - | pn 
'Iliis will cause Jordan - (page num- 
ber) to be printed at die right margin 
of each page. 

Footers work exactly like headers 
except that you t)pe "f." instead of 



Function key 7 lets 
you delete or cojj}^ 
text, while function 
key 8 lets you paste 
that text elsewhere in 
the document 

"h." and they occur at the bottom of 
the page. Automatic paging works on 
footers, loo. 

Hlease note: You must use the u]i- 
arrt)vv as the hrst character on the 
line. You can, however, stack as many 
up-arrows as you wish on one line. 

The second control character is for 
accessing special features on your 
printer. To use lliese functions, press 
the escape key. l;ach time you do 
you'll see u checkerboard character 
on the screen, l''ollow this with what- 
ever ehrS value \'our printer requires 
to perform the operation you want. If 
you're familiar with the codes for ac- 
cessing your printer's special features, 
this command is die key to accessing 
them. For example, 271; will send 
chrS(27)"H" to the printer, which 
puts many printers into the en- 
hanecd-printing mode. Your printer's 
control codes should be detailed in 
its manual. 



I he last control character I put into 
ArchcType is an underliner. Press 
shift-fa; and you'll sec an imderline 
marker on the .screen. Whatever fol- 
lows will be underlined. To shut off 
tlie underline, press shift-C" again. 
Tliis command was speeiilcally de- 
.signed for the printer 1 have (Cicmini- 
10X). If it doesn't work for you, you 
can modify line 955 to match your 
printer's specifications. 

One la.si point about formatting. 
Since ArcheType reformats the 
screen with control characters and 
all, it would appear you are somewhat 
limited in using it to its fullest. Rtil 
there is a simple way around the.se 
limitations. Simply reformat your 
document before putting in any spe- 
cial character codes, then go back 
tlirough it and insert them manually 
using the insert delete key. Tills way, 
your margins will not be fouled up. 

Thfs same idea can be applied 
when you want to print u document 
widi, say, 100 characters {condensed 
mode) in a line. .Simple wait until you 
get ready to print, place your new 
margin settings in the docimient, dien 
choose the reformat option after 
pressing (Control -F. It will print up to 
255 character lines this way. though 
you won't be able to preview them. 
Alst), be aware that after reformatting 
in this way, you'll need to re-reformat 
if you want to go back and edit the 
line further. Q 



Ik'fori' lypinR thlii [waf.nm. ia<i "lluw iti Enli-r ITitfirans" anil "How to !:«■ ihc Ma^zinc 
tiolti- I'riijtnm." 'lln- IIAMC jupipranis in ihis nu^inc m,' jwiluhlc on (ji^t (ripni UudMar. 
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ArcheType Enhancements 

REM WINDOW DRESS ING'BTQH 

GOSUB 655:CHAR ,CP,C-TS , " " : A$=" " 
:C2$-MIDS(A$(C) ,CP-H,1) 
^RETURN ' IJDK 

1055 REM BLOCK DELETES AND 

MOVES 'BALK 

C3$=C2$:CP=POS (0) :CY=C:TY=TS 
:C9=CP:XP=CP-H:BL=C*8 0-i-CP:BE=BL 
:RL=0:LB=0:IF XP>LEN ( A5 (C) ) THEN 
h$[C)=h${C)+" "'UXNF 
IN$="[RVS, PURPLE] [SHFT PjRESS 
[SHFT D] TO DELETE, [SHFT S] 
TO STORE AND EXIT [ RVOFF , GRAY3 ] " 
:GOSUB 1050:C2$=C3$' DPIW 
DO UNTIL AS="D"OR A$="S"'PESF 
GET KEY A$:PC=PEEK(212) :A=ASC(A$) 
:A1$=A$'HWG0 

ON K(A) GOSUB 1095,1135,1105, 
1180,1215'CDHH 



1045 
1050 



1060 



1065 



1070 

1075 

1080 



1085 LOOP:CP = POS (0)-H'EHCK 

1090 BE=C*80+CP-i-RL:GOSUB 1310:C=C2 

:IF A$ = "S"'THEN GOSUB 1290 

:ELSE GOSUB 1260'MFRQ 
1095 RETURN'BAQH 

1100 REM BLOCK DOWN ' BOTX 

1105 DO:CP=POS (0) +1: IF C=D THEN 

RETURN 'IKCG 
1110 UD=-1;RV$=" [RVS, GREEN] " 

:IF C<Cy THEN RV$=" [RVOFF, GRAY3] 

'"HOKE 
1115 PRINT RV$MID5{A${C) ,CP)L$; 'CQBE 
1120 IF C = TS-)-23 THEN PRINT" [RVOFF , 

GRAy3] "A$(C+I) J$; : TS=TS+1 ' lUEH 
1125 GOTO 1155'BEJC 

1130 REM BLOCK UP ' BMCA 

1135 DO:CP=POS (0)+I:IF C=0 THEN 

RETURN' IKHJ 
1140 IF C=TS THEN PRINT I L$G$A$ (C~l ) " 

[DOWN] "J$TAB(CP) ; :TS=TS-1' IBRJ 
1145 UD=1:RV$=" [RVS ,GREENJ " 

:IF OCY THEN RV$= " [RVOFF, GRAYS] 

" ' GONM 
1150 PRINT RV5C2$0$J$RV$LEFT$(A${C) , 
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1155 
1160 

1165 

1167 

1170 
1175 
1180 

1185 

1190 
1195 

1200 



1205 
1210 
1215 

1220 

1225 
1230 

1235 
1240 
1245 

1250 
1255 
1260 

1265 

1270 

1275 
1280 
1285 
1290 

1295 



1300 



1305 
1310 

1315 



1320 



CP)A$J$RV$A$(C-1) J$; ' DOCJ 

C=C-UD:IF A5(C)=""THEN A$(C)=" 

"'GPSL 

IF C=CY THEN PRINT 

J$A$(C) J$TAB(XP-l)Y$C3$"[LEFTl"; 

'GWMJ 

C2$=MID$(A$(C) ,POS(0)+1,1) 

:IF C2$=""THEN C2$=" "'lYFP 

PRINT 0$Y$C2$G$; :LOOP WHILE 

PEEK(212) =PC'FSPO 

RL=0:POKE 208, 0: RETURN ' DKPF 

REM BLOCK LEFT'BOGK 

D0:CP=POS (0)+l:IF CP=1 AND C=TS 

THEN RETURN 'KOHM 

CO$="":IF C*80+CP-2<BL THEN 

C0§ = " [RVS , GREEN] '" IPEQ 

C1?=C2$:CK$=A5 + " [LEFT] '"DMUI 

IF CP>1 THEN C2$=MID$ (A$ (C) ,CP-1, 

1) :GOTO 1240'HYKR 

C=C-1:C2$=RIGHT$ (A$ (C) ,1) 

:CK$=" [UP] "+K$: IF C2$<>" "THEN 

CK$=CK$+A$'MJAL 

GOTO 1240 'BEEB 

REM BLOCK RIGHT 'BPNA 

D0:CP=POS (0)+l:IF C=TS+23 OR C=D 
AND CP>LEN (A$ (C) ) THEN RETURN'OYNQ 
CO$="":IF C*80+CP>BL THEN C0$=" 
[RVS,GREEN]'"HOMF 
C1$=C2$:CK$=A$+" [LEFT] " ' DMUH 
IF CP>LEN(A$(C) )THEN C=C+I 
: CK$= " IDOWN ] "+J$ : CP= ' JWMJ 
C2$=MID$(A$(C) ,CP+1,1) 'DQKI 
IF C2$=""THEN C2$=" " ' EGGC 
PRINT C0$C1$0$CK$Y$C2$G$; 
:LOOP WHILE PEEK ( 212) =PC ' FCPN 
POKE 208,0:RETURN'CGJC 

REM DELETE BLOCK'BQQJ 

A$(C)=LEFT$(A?(C) , 

C3)+MID$(A$(C5) ,C6+1) ' FC J J 

INS=NS:G0SUB 655:IF LB=0 THEN 

1280' FRLM 

FOR T=C+1 TO D:A${T) =A$(T+LB) 

:NEXT:D=D-LB' JXUN 

IF C<TS THEN TS=C'EGGL 

GOSUB 780:RETURN'CESE 

REM STORE BLOCK 'BPDM 

IN$=N$:GOSUB 655:C2$=C3$ 

:CHAR 0,0,C-TS,""'FAWM 

IP LB=0 THEN PRINT 

A$(C) J$TAB(C9) Y$C3$G$; 

: RETURN 'GWKR 

FOR T=C TO C5-1:PRINT A$(T):NEXT 

PRINT A$ (T) ; :C=CY 

CHAR 0,C9,C-TS,"":PRINT Y$C2$G$; 

RETURN 'MSPN 

REM RANGE BLOCK 'BPVF 

IF BL=>BE THEN T=BL:BL=BE-1 
:BE=T+1' JSNH 

C1=BL/80:C2=INT(C1) :C3=BL-C2*80 
:C4=(BE-1)/80:C5=INT(C4) 
:C6=BE-C5*80:LB=INT(C5-C2) ' SHQC 
IF LB = THEN ST§ ( 0) =MID$ (A$ {C2) , 
C3+1,C6~C3) :RETURN' ICPI 



— 1325 



1330 
1335 
1340 
1345 



1350 
1355 
1360 

1365 

1370 
1375 
1380 



1385 



1390 



1395 

1400 
1405 

1410 



1415 
1420 



1425 
1430 



14 35 
1440 



1445 



FOR T=0 TO LB:ST$ (T)=A$ (C2+T) 
:NEXT;ST$(0) =MID$ (ST$ (0) ,C3+1) 
:ST$ (LB) =LEFT$ (ST$ (LB) ,C6) ' LIRX 
RETURN 'BAQY 

REM INSERT BLOCK'BQAI 

CP=POS (0) +1: PRINT J$E$"@"; ' EMCF 

IF LB = THEN A$ (C) =LEFT5 ( A$ (C) , 

CP-1) +ST$ (0) +MID$ (A$ (C) ,CP) 

:GOTO 1370 'KPAT 

ST${LB+1)=MID$(A${C) ,CP) 'DSKH 

A$(C) =LEFT$(A$(C) ,CP-1) ' DQML 

D=D+LB+2:F0R T=D TO C+LB+2 STEP-1 

:A$(T) =A$ (T-LB-2) : NEXT 'ODOR 

FOR T=0 TO LB+1:A$(T+C+1) =STS (T) 

:NEXT' lUXQ 

GOSUB 780:RETURN'CESE 

REM SEARCH 'BLML 

FZ=POS (0) :PRINT C2S:CG=C 

:WINDOW 0, 0, 79, 0:PRINT" [CLEAR, 

RVS, BROWN] [SHFT S]EARCH FOR 

[RVOFF] : "; :GOSUB 1475 

:SE$=IP$' IMCX 

RE=0:IF A=173 THEN PRINT" (CLEAR , 

RVS] [SHFT R]EPLACE WITH [RVOFF] 

:";:GOSUB 1475:RE$=IP$ 

:RE=LEN (RE$) : PRINT" [CLEAR, RVS] 

[SHFT R]EPLACE ALL? [RVOFF] 

[SHFT Y]/[SHFT N] "; 

:GET KEY RAS'MKAM 

SN$=" [RVS, YELLOW] [SHFT P]RESS 

[SHFT X] TO EXIT, ANY KEY TO 

CONTINUE [ RVOFF, GRAY3 ] " 

:SR$="[RVS, RED, SPACE14, SHFT S, 

SHFT E,SHFT A, SHFT R,SHFT C, 

SHFT H,SHFT I, SHFT N,SHFT G, 

SPACE15,RVOFF,GRAY3] " 

: RT$=" [RVS , WHITE, SPACES , SHFT R] 

EPLACE[SPACE2,SHFT Y]/[SHFT N, 

SPACE2] (OR [SHFT X] TO EXIT) 

[SPACES,RV0FF,GRAY3]"'DLIV 

S=22:PRINT CL$:IN5=SR$ 

:GOSUB 655'ESWQ 

DO:IF OD THEN 1455'EHSB 

PS=INSTR(A$(C) ,SE$,PS+1) 

:IF PS=0 THEN C=C+1:L00P' JAVO 

F2 = PS-1:CG=C: IF OTS + 23 THEN 

TS=C-10:GOSUB 375:C=CG 

:PRINT C2$; 'MIOO 

CHAR 0,PS-1,C-TS ,"" 

rPRINT" [RVS, RED] "SE$G$; ' ERLK 

IF RE=0 THEN BEGIN : IN$=SN$ 

:GOSUB 655:GET KEY A$ 

:IF A$="X"THEN 1455'LATM 

BEND: GOTO 140 5 'CGNG 

IF RA$<>"Y"THEN BEGIN : IN$=RTS 

:GOS0B 655; GET KEY A$ 

: IF A$ = "X"THEN 1455'MAUO 

BEND:IF A$<>"Y"THEN 1405'FILK 

A$ (C) =LEFT$ (A$ (C) , 

PS-1)+RE$+MIDS(A$(C) ,PS + LEN (SE$) ) 

tCHAR 0,0,C-TS,"":PRINT HA$A$ (C) ; 

'LDBU 

IF LEN (A$ (C) ) >79 THEN GOSUB 780 
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: PRINT C2$; 'GRAN 
1450 GOTO 1405'BEHD 
1455 FZ=FZ+1'CFEJ 
1460 C=CG:C2$=MID5(A$(C) ,FZ,1) :INS=N$ 

:GOSUB 655:CHAR ,FZ-1 ,C-TS , "" 

:PRINT y$C2$G$; ' JYVU 
1465 RETURN 'BAQI 

1470 REM INPUTER'BMAH 

1475 IP$='""BDKK 

1480 GET KEY I$:I=ASC[I$) 

:IF 1=20 THEN IP$=LEFT$ ( IP$, 

ABS (LEN aP$) -1) ) :PRINT 1$; 

:GQTO 1480 'ONJW 
1485 IF 1=13 THEN RETURN 'EDFN 
1490 IF K32 OR I>127 AND K160 THEN 

1480 ' HPEN 
1495 PRINT 1$; :IP$ = IP$ + I$ 

:GOTO 1480'ERCR 

1500 REM CENTERING'BQPC 

1505 X$=A$(C) 'BHNF 

1510 IF ASC(X5)=123 THEN LI=2:D0 
XY$=MID$ (X5,LI,l) :LI=LI+1 
LOOP UNTIL XY$<>" " 
X$=MID$ (X$,LI-1) ' RUPW 
1515 LF=LEN(X$) :LG=INT( (LC-LF)/2) 'GSJM 
1520 X$=CE$+MID$ (N$,3,LG) +X$ 

:IF RR=1 THEN RETURN' lUNJ 
1525 PRINT J$HA$X$:A$=" ";A$(C)=X$ 

:GOTO 165'EWVM 

1530 REM UP ARROW CODES 'BROG 

1535 UP=0:R=0'CGTI 

1540 DO:UP=INSTR(PR$," [UP ARROW]", 

UP+1):IF UP=0 THEN EXIT'IRAM 
1545 TR$=MID$(PR$,UP+1,2) 

:MM$=MID$ (PR$,UP+3,2) 

:MM=VAL(MM$) ' IMMV 
1550 IF TR$="MR"THEN MR=-MH'FHDI 
1555 IF TR$="IN"THEN MR=MM'EHYN 
1560 IF TR$="SS"THEN SS=MM'EHVJ 
1565 IF TR§="JN"THEN JY$="N"'EGQO 
1570 IF TR$="JY"THEN JY$="Y"'EGMK 
1575 IF TR$="LM"THEN LM=MM 

:LC=RM-LM'GOOS 
1580 IF TR$="RM"THEN RM=MM 

:LC=RM-LM'GOBO 
1585 IF TR$="TM"THEN TM=MM'EHLQ 
1590 IF TRS="BM"THEN BM=MM*EHAM 
1595 IF TR$ = "NX"'THEN SC=TE-T+1 

:T=TE'HNIU 

1600 IF TRS="H."OR TR$="F."THEN BEGIN 

:HD$=MID$(PR5,UP+5) 'JULL 
1605 H$=MID${PR$,UP+3,2) :HS=LM'ESRL 
1610 IF H$="BE"THEN HS=RM-LEN {HD$ ) 

'GLRH 
1615 IF H$ = "CE"THEN HS = INT ( ( (LC-LEN 

(HDS) )/2) +LM) ' JUNP 
1620 BEND:IF TR$="F."THEN FT$=HD$ 

:HD$="" :FS=HS'HUFL 
1625 UP=UP+3 :LOOP'DGEJ 
1630 LF=LC:LC=RM-LM:LF=LF-LC 

: RETURN 'GTQL 

1635 REM J'JSTIFY'BMHK 

1640 X§=PR$:IF RIGHT$[A5(C) ,1)=" 



,11+2) 
"+MID$(X$, 



[SHFT 3] "OR C>D THEN RETURN' IRDM 
1645 IF RIGHT$ (X$,2)=" [SPACE2] 

"THEN X$=LEFT$(X$,LEN(X$)-1) 

:GOTO 164 5'JXGT 
1650 IS=LC-LEN (X$) :IF IS>0 THEN BEGIN 

:II=1: IC=0' JVJP 
1655 DO UNTIL II>LC:IF HID$(X$,II, 

1)=" "THEN IC=1C+1'JTCU 
1660 II=II+1:LQ0P'DG0I 
1665 IF IC<IS THEN 1690'DIUN 
1670 IX = INT{IC/IS) :II = 1:IY = IX 

: 1C = 1'GVFP 
1675 D0:II=INSTR(X$," 

:X$=LEFT$ (X$,II}+" 

II+l) ' KFDA 
1680 DO UNTIL IY=1:IY=IY-1 

:II=INSTR(X5," ",II+2):L00P 

: IY=IX'KCJV 
1685 IC = IC + 1:L00P UNTIL lOIS'FKJS 
1690 BEND;PR$=X$'CHSL 
1695 PR$=XS:RETURN'CGMP 

1700 REM HELP SCREEN 'BPNE 

1705 CZS=C2$: IP$-"F" :ZC=C:ZP=POS {0) +1 

:S=20:IN$=" [ RVS , GRAY2 ,S PACES , 

SHFT PJRESS ANY KEY TO EXIT 

[SHFT H,SHFT E,SHFT L,SHFT P, 

SPACE6,RVOFF,GRAY3] " 

:GOSUB 655'JIJH 
1710 PRINT CHR${2) " [CLEAR, RED, SHFT U] 

P ARROW ( [UP ARROW] 

) IS A NON-PRINTING INDICATOR.",, 

"[LEFT2,SHFT P] RESENT" ' CFJT - 
1715 PRINT CHR$(2)" [SHFT F] 

OLLOW WITH (OMIT BRACKETS) 

:",,,," [ LEFT2 1 VALUES : " ' CHBU 
1720 PRINT," [WHITE] SS [XX] [ORANGE] 
TO CHANGE SPACING [RVS ]",, , 

SS'BGNL 
1725 PRINT," [WHITE] LM[XX] [ORANGE] 

TO CHANGE LEFT MARGIN [ RVS ]",, , 

LM'BGTR 
1730 PRINT, "[WHITE] RM[XX) [ORANGE] 

TO CHANGE RIGHT MARGIN [ RVS ]",, , 

RM'BGPN 
1735 PRINT," [WHITE]TM[XX) [ORANGE] 

TO CHANGE TOP MARGIN [ RVS )",, , 

TM'BGDS 
1740 PRINT," [WHITE]BM[XX] [ORANGE] 

TO CHANGE BOTTOM MARGIN [ RVS ]", , 

BM'BFCO 
1745 PRINT," [WHITE]MR[XX) [ORANGE, 

SPACE2]T0 CAUSE A MARGIN 

RELEASE" 'BBPT 
17 50 PRINT," [WHITE] IN [XX] [ORANGE, 

SPACE2]T0 CAUSE MARGIN TO 

INDENT" 'BBRP 
1755 PRINT, "[WHITE] JY[YS OR. NO] 

[ORANGE] TO SET JUSTIFY [RVS ]",, , 

JYS 'BHVU 
1760 PRINT," [WHITE] NX [ORANGE] 
TO FORCE PRINTER TO NEXT 

PAGE" ' BBBQ 
1765 PRINT," [SVS,GRAY3]H. [XX. TEXT] 
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[GRAi:21 FOR HEADER [SPACE4 ] / 


1800 


PRINT" [SHFT D] = (SHFT D] 




[SPACE4,GRAY3]ir. [XX. TEXT] [GRAY2] 




ELETE LINE[SPACE6,SHFT C] = 




FOR FOOTER " ' BBFD 




iSHFT C] ENTER LINE [ SPACE2 , SHFT P] 


1770 


PRINT," [RVS]XX= [GRAY3]CE(GRAY2] 




= (SHFT P]REVIEW/ (SHFT P]RINT 




TO CENTER, [ GRAY 3 ] LE [GRAY2 ] 




[SPACE3, POUND] = [SHFT C] 




TO ALIGN LEFT, [GRAY3 ] RE [GRAY2] 




LEAR ALL TEXT"'BACY 




TO ALIGN RIGHT " ' BBLA 


1805 


PRINT" (SHFT F] = [SHFT P] 


1775 


PRINT CHR? (2) " [GREEf^,SHFT F] 




RESERVE POSITION (USE (SHFT C] 




UNCTION KEYS ARE:"'CDHT 




ONTROL- [SHFT G] + [ RVS ] F [RVOFF] 


1780 


PRINT" [L. GREEN, SHFT Fj-1 = 




TO RETURN) " ' BAKW 




[SHFT IINSERT 1 LINE[SPACE3, 


1810 


PRINT CHR${2)"[L. BLUE, SHFT C] 




SHFT F]-3 - [SHFT RjEFORMAT PARA 




OMMOUORE KEY FUNCTIONS ARE 




[SPACE3,SHFT F)-5 = [SHFT L] 




: [RVS, YELLOW] [SHFT S] = 




OAD FILE[SPACE3,SHFT F]-7 = 




[SHFT S] EARCH [SPACE3 ,SHFT R] = 




[SHFT R]ANGE BLOCK" 'BAIG 




[SHFT R] EPLACE (SPACE3,SHFT D] = 


1785 


PRINT" [SHFT F]-2 = [SHFT I] 




(SHFT D] IRECTORY"'CDYB 




NSERT 5 LINES [SPACE2, SHFT F] 


1815 


PRINT" [BROWN, SHFT E] 




-4 = [SHFT RjEFORMAT ALL[SPACE4, 




SCAPE YIELDS {[CMDR *) 




SHFT F]-6 = [SHFT SJAVE FILE 




) - FOLLOW WITH CHR$(VAL)"," 




[SPACE3,SHFT F]-8 = [SHFT P] 




(BROWN, SHFT S,SHFT H,SHFT I, 




ASTE BLOCK" 'BABL 




SHFT F,SHFT T]-[SHPT R,SHFT E, 


1790 


PRINT CHR$(2)"[L. BLUE, SHFT C] 




SHFT T,SHFT U,SHFT R,SHFT N] 




ONTROL FUNCTIONS ARE:"'CDLS 




REPLACES DELETES" 'BBRJ 


1795 


PRINT" [CYAN] [SHFT W] = [SHFT P] 


1820 


PRINT,,CHR$(15)" (SPACE2,L. RED, 




REVIOUS SCREEN [SPACE2, SHFT E] = 




RVS] (SHFT P]RESS [RED] (SHFT H] 




[SHFT N]EXT SCREEN [ SPACE2 , SHFT G] 




(SHFT E] (SHFT L] [SHFT P] 




= [SHFT G]0TO SCREEN #[SPACE3, 




(L. RED] FOR [SHFT H]ELP [SHFT S] 




SHFT B] = [SHFT B] 




GREEN [GRAY3] " ' CGDT 




OTTOM OF TEXT" ' BAEN 


1825 


GET KEY H$:GOTO 37 5'DGDL fip; 



A GIFTED CHILD 
DO YOU HAVE ONE? 

Your L'hild rmiy !)(.■ developing tiistt-r ur slower 
than otter kids-maybe a little of both in different 
areas. It's often difficult for a parent to know 
whether to be happy or concerned unless you 
get outside advice. CHILDPACE software can 
help. 

CHILDPACE ht:lps you evaluate and record 
yotir cliild's lanKuanc socMil and motor skill 
developtnenl from ;J months to five years com- 
pared to recognized norms in eacli area. At 
S99.95, CHILI 11' ACE is a wise investmerit in 
your cliild's future... and your peace of mind. 

Order todiiy for someone you love. 

Call 1/800-527-2783 

(1/800-441 -1280 in Texas) 

or send S99.95 ($106.00 in Texas} 

for a 15 day no-risl< trial to: 

Early Development Resources 

12222 Merit Drive, Suite 660 

Dallas, Texas 75251 



NaiiK 



Quantity Amount 



Addreus (No P.O. Boxes) 



City 

UAppk! LCoiiimcHlore lJ IBM 
L Itiieck I lAMICX I IVISA 1 IMC 



Account tt 
Exp.Date^ 



SUte/Zip 



.Interbanlt # (MC oiUy) _ 



Signature: 



COMMODORE 64 " 

Great /^ 

Software i I 

Buys! x^r:^ 

Nowl Bra I n Oomei N o . I 

jfidudos: "Srock Marhol", "Oty Manager". 
"Worehouje", "CivH Batllos" and mony mofo fun 

[12 Hugo Programi) 1 x«V3 

New! Advonturo No, 1 

tncludoi: ' Glod!<fliOif' . rnp lo Ailamit". 
'"Mo'lyn" and many moro Adventufo Gamoi. 

(13HugePr08fQm«) * 12*95 
Be«f of Gamoi No> 1 

Ificludesr "FoolboH', "Bosoboll 6^", "Hockey", 
"Mostermind'r "Spoco Invaders" mony more, 
Over 50 gomes, **i^ m,r 

(2DiikS»t!) *l7.95 
Awofome Synthoilxvr* Sounds No. 1 

Ovur 50 lorigs and iQurds. ExcoHeni lognd 

'"«"' (2Di.ks..i)*17.95 

Lof Vegos No. 1 

Ovor 70 La& Vagas Gomvs. Pokor, Blackfock, 
RoulotiD, Los Vogas Sloti,. etc. 

GredtOiskr *12,9S 

Mixer Dlikt 1-2 

Music, Susiness/Uttlihes, Gomei. Edgcalionond 
more. Please sp9<:i^y dJ^k number 1 or 3. 35-45 
prog.u.,,. E„,h»9.95 

We think yovV ogrtfe Ihaf these 

programs ar^ tho Qo^tf 
Add $2.(H) thipplng/hondnng, 
SendChtckorMeney Ord*r to: 

OSR Software Co. 

538 S. 2nd St, 
Albion, NE 66620 

Fubtic Domain Software 

IS a tradenwrk o\ CofnmodDre Electronics ITD. 



Inlroductng 



BRAINSTORM 128 



i^j 'Z^ by Mark Jordan 
rortlieCommodor& 128 



'DrBlnstorm 12B win hsip you 

SKI "Sort "Compore "Collect •Arrange *Ortler 
ijour RAW THDUGHTS into a rinl^tied niitline^ 



Then you can stiilt from 



Idea Processing 

to 
Word Processing 



The built-in word processor has oil ttio features 

you've come to enpecl plut occdss 

to the outline you've created 

The tieadtng ijDuro working on Is constonlli) in viaw. 

Use Brainstorm 128 to prepare: 

•speeches "letters 'articles 
•reports 'stories 'lectures 
"programs *projecis 'etc. 



Send 1 1 6 95 for program and manual lo /^S 
The Country Road Software CoH^ 

70254 C.R. I 43 
Ugonier W 46767. 
Phone 2l9-«94-727a 




t Please add 

12 00 

postage /Hand ling 
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Sound Advice 

for the 
Commodore 128 

R. he sound barrier can be broken. 
All it takes is your Commodore 128 
and :i friendly sound editor like 
"Sound Adviec." 

Wlien the 128's sister, the (Commo- 
dore 6'1 was introduced in 19H2, you 
had to manipulate a nevcr-endiiif; sc- 
ries of lK)KKs in order to produce 
sound. Only tllc most patient pro- 
grammer would dig through this maze 
ol POKlis ill order to bring up tlie 
motberlode ot sound. Lveryone knew 
the sound was there, three voices rich, 
but it wasn't easy to reach. 

That all changed with the Commo- 
dore 12K and BASIC 7.0. 'Hiose con- 
fusing FOKi; siaiemcnts are replaced 
with less cryptic statements like 
SOUND, HNv'Hl.OPh:, VOL, THMK'), 
PLAY and ni.TLR. While a misdirect- 
ed POKIi on the 64 could bury your 
program deep in the mysteries of the 
65 10 microprocessor, never to return, 
an error in the liASIC 7.(» sound state- 
ments usual h- ends with an easv to fix 
"SYN'lAX fiKk)R IN LINH #" prompt. 

llie ea,siest way to stir the .sound in 
your 1 28 is to Fl AY a few notes, 'lb do 
that, first set the volume (the VOL 
statement) and then PLAY' the notes, 
using a program like this: 
10 VOL 15 

20 PIAY "AHCDIirG" 

When you issue the RUN com- 
mand, your 128 should respond by 
sounding the musical notes "ABC- 
DEFG" using the piano (the default 
instrument) envelope with m:Lximum 
volume (15). 

Hut if you want more sound and 
more control, a few other statements 
must be issued. Tor instance, if you want 
to vary the speed at which notes are 
played, you need to include a 'I'L.VIFO 
statement, ('nie 128's default TLMPO 
setting is 8, about 2.-i seconds. ) 

If you want to pla>' different instru- 
ments, you can either select one of 
the ten predeHned instruments (pi- 
ano is 0, a xylophone is 9) or create 
your own using the ENVELOPE state- 
ment, which lets you specify the 
properties the musical instriunent 




UOLUtC <e-15>? 15 



Hi jlMIB^^VlltJV : 



DCFIHE ENUELQPE ||<e-9)? 3 

ATTACK RATE (0-lS>? 2 

SECAV RATE (0-15)? 6 

SOSTAIN LEVEL (6-15)? 5 

RELEASE RATE (6-15)? 1 

1=SAU 2=PULSE 



NH6ISE 4=R1II6 



Wfi'JLf iJkn yy-An 



CUTOFF FREQ C9-2847) 

LOW-PASS (8=0FF 1=011) 

ARD-PASS (e=OFF l-ON) 

I6H-PASS (0==OFF l=Oil) 

ESOHAttCE (6-15) 




PULSE HIDTH (6-4695)? 999 
FILTER 0H=1 OFF=a)? 1 



sound effects 

to use 

in your 

programs, 

or play "~~~" 

your 128 "^^"HWrw 

like an 

instrument, 

using this 

program 



UOLUNE (6-15)? 12 
UOICE (1-3)? 2 
FREQUENCY (6-6SS3S)? 3244 
DURATION (0-32767)? 45 



uri imwiL rBKRULi 



MIHIHOH-sfiEEPTRtQ (6-65535)? 4554 
SHEEP STEP UALUE (8-327S7)? 45 



8=TRI.1=SAM,2=UAR PUL;3=H0ISE? 1 

//A// ///// /////////// 

■ — ■|iii||liilliMiMif<-ri-'WWJ1? P 



PREUIOUS SOUHO MflMED :t1ftGIC HORN 
PRINTER PREPARED (V/N)?V 
INPUT HflME? TRAIN WHISTLE 



will possess. 

If you want to create unitjuc. never- 
before -heard sound effects, use the 
powerful SOU'ND statement. 

The riLTER statement is used to 
perfect synthesized sounds. This 
statement increases both the sharp- 
ness and quality of sound. 

A Sound Editor for tlie 1 28 

Sound Advice is a sound editor 
which will make getting these precise 
sounds out «jf your 128 and into your 
living room as easy as pressing RE- 
ITIRN. It will aLso tell you what state- 
ments to use to duplicate the sounds 
in your own programs (including line 



numbers and notes). 

Before 1 describe the program, let 
me assure you that you need know 
nothing about BA.SIC 7.0. .SID (the 
Sound Interface Device), things like 
frequencies, wavefortns, filters or 
even music to use Sound Advice. All 
you must have is an ear that can hear. 
Using the program is simple, Y'ou in- 
put numbers, press RlvTURN and hear 
what effect that number, when intro- 
duced in the correct memory loca- 
tion, has on sound c[uality. And don't 
worry, the program is designed to 
prevent you from breaking anything 
or inputting illegal \ alues. 

NOTE; In order to make it possible 
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to simply press RH'ITJRN and retain a 
value, Sound Advice uses tlic INIHJT 
statement instead ol' tlie more cun- 
trollable G1;T statement. 'Iluis, the 
cursor-control keys Ct^RSK) are not 
disabled. So it's possible to scramble 
the screen display by iisinj^ the up, 
down cursor keys. If that happens, 
doti't panic, simply bring the cursor 
to its proper location and press RI-- 
'ITJRN. If you forjici and press lU!- 
'IIJRN before repositioninf; the cur- 
sor, just repeatedly press C ( for clear ) 
followed by RETURN until the .screen 
clears and the program restarts. 

Sound Advice is actually two pro- 
grams, both allow you to create, lesi 
and print sound elfeets. One makes 
creating sound elCects easy, while the 
other lets you create a unique musical 
instrument by redesigning one of tlie 
128's ten envelopes. Then yon can 
play notes simply liy pressing the key- 
board. When you Onally get the soimd 
you want, .Sound Advice will tlown- 
load the statements, including param- 
eters, to your printer. To include the 
sound effects or music in yom- own 
programs, all you need do is type the 
listing your printer produces hito 
your own BASK] progratns. 

After duplicating tlie Sound Advice 
listing, you should save it before issu- 
ing the Rl'N command, You'll also 
need a printer, if you plan to down- 
load information. 

NOTE: 1 tried to use as much of the 
new BASIC 7.0 as possible for those of 
you who are interested in program- 
ming yourself BASIC 7.0 statements 
included (other than the sound state- 
ments) are WINDOW, II7BKG1N7 
BEND loops, SLEEP, COLOR and 
GETKFi'. 

The Title Page 

When you llrst run Sound Advice, 
you'll be in for a soimd (reut. While 
the title is displayed, the I 2H random- 
ly selects SOUND and PUY param- 
eters and goes into a never-ending 
loop of sounds and musical notes for 
you to enjoy while you decide wheth- 
er to continue or tjuit. To quit, simply 
press Q. 

To create a special sound effect. 
like a laser gun or telephone ringing, 
you should press E (for Envelope), if 
you're more interested in playing 
musical notes, press P (for PI AY) in- 
stead. 



ybu need know 
nothing about BASIC 
7,0, Sm (the Sound 
Interface Device), 
things like 
frequencies, 
waveforms, filters or 
even music to use 
Sound Advice. All you 
must have is an ear 
that can hear. 

Envelope: Creating Sound 
Efifects 

Let's describe the Envelope portion 
of Sound Advice first. 

The Envelope screen will ask you 
to set some important parameters. 
Sec Table A for example responses for 
this screen. When the screen asks you 
to set the optional parameters, a Y 
(the default value) will appear. If you 
press N (for No) and press RirfLIRN, 
the SOUND AGAIN tine will appear 
and you should hear your sound ef- 
fect. (Make sure the volume on your 
monitor is turned up so you can hear 
sounds.) Now you have several 
choices. You can press Y for 'Tes, 
sound it again," N for "No, don't 
sound It again," C for "Clear the 
.screen," Q for "Quit," or P for "Print 
information." 

Pressing N ;md RETl "RN \y\W. c^tuse die 
cursfjr to jump back up to "^'OH,'.ME?" 
Now you can change the sound effect's 
quality b\- typing in different numbers. 
Just press RiniUlN if you want to retain 
the present v;due p;u-;imeter. C^ontinue 
until v'ou get to tile OPnONALPAJ^AiVl- 
ETER prompt. If you want to set the 
OITEONAl. PARAM E'lTRS, just press 
Rim 'RN to accept the default value ofY', 
meaning, 'Tes, I want to set the optional 
paraameters." 

Look at Table B, which shows the 
new parameters you can adjust. For 
now, input any number after each 
prompt. As you experiment, you will 
hear how a change in each parameter 



affects the overall sound quality'. The 
program will not let you enter illegal 
values. Wheti you get to the WAVI;- 
I'ORM prompt, you have a choice of 
four values. If you select 0. I, or 3, 
you'll hear the new sound etfect. If 
you select 2. which activates X'ariable 
Pulse, you must also set the Pulse 
Width sound (see Table C). After you 
press Rirn'RN your new sound etf'cet 
will be heard. 

Now you again have the choices of 
cither hearing the sound again, dump- 
ing the information to printer, defin- 
ing another sound effect, etc. 
P: Print Envelope 

When you seleci P (for Print), a 
window will open near the bottom of 
the screen. This area is used lo an- 
swer pr»)mpis in order to tlump the 
information to your printer, fables A, 
B and C were printed out using this 
option. 
Q: Quit 

When you finally decide to cjuit, 
press Q while at tlie SOUND ACiAlN 
line. The program will ask ff you are 
sure. Answer Y if you are. Any other 
answer \vill return you to the Enve- 
lope program and retain the current 
sound effect. If you pressed Y, you 
will be returned to tlie title screen. 
Here you can either quit the program 
completely (Q). go to the PI AY sec- 
tion (P), or return to the sound effect 
program by selecting E again. 

Pla-y^ Notes: A Musical 
Keyboard 

Now let's tn- the PlAY NOTH.S sec- 
tion of Sound Advice. So press P at the 
title screen. 

'Hie PIAY NOTES screen display is 
similar to the one used by SET EN\'E- 
LOPE. Table D displays an example 
from this section of Sound Advice. 

Brst set the volume. Next set tlie 
tempo. The number you jilaec here 
will determine the speed at which 
each note is played. Tlie larger the 
number, the quicker the notes are 
sounded. 

When you switch your 128 on, it 
has ten (0-9) predefmed envelopes: 
is piano, I is ace{)rdion, 2 is calliope, 
3 is drum, etc, 'llie PIA^' NOTI-S jiro- 
grani lets you redefine one of those 
envelopes. (In fact you can use PIAY 
NOTES to redefine all ten of them if 
you wish.) So, after the DEEINI' IvNVI'- 
LOPE prompt, type a number. I usual- 
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Table A 

NAME: ENVELOPE/NO OPTIONALS 
VOLUME: 15 
VOICE: V= 1 
FREQUENCY: F= 4 444 
DURATION: D= 10 



COMMAND V, 
SOUND 1 

Table B 



F, 
4444 



D, 
10 



DR, 
, 



M, 
, 



S, 
, 



W, 



NAME: ENVELOPE/WITH OPTIONALS/NO PULSE WIDTH 
VOt,UHK: 15 



VOICE 

FREQUENCY 

DURATION 

DIRECTION: 

MINIMUM FREQUENCY 

STEP VALUE 

WAVEi'-OHM 

PULSE WIDTH 

EXAMPLE ! 



: V= 1 
; F= 4444 
; D= 10 

DR= 2 (OSCILLATE FREQ) 
: M= 4321 
: S= 123 

W= 1 (SAWTOOTH) 
: P= 



COMMAND V, 

SOUND 1 , 

Table C 



4444 



D, 

10 



DR, 

2 , 



M, 

4321 



S, 
123 



W, 
1 , 



NAME ! ENVELOPE+OPTl ONALS+PULSE WIDTH 



VOLUME: 

VOICE; V= 

FREQUENCY: F= 

DURATION: D= 

DIRECTION: DR= 

MINIMUM FREQUENCY: M^ 

STEP VALUE: S- 


15 

1 

4444 

10 

2 (OSCILLATE FREQ) 

4321 

123 




WAVEFORM: W= 
PULSE WIDTH: P= 
EXAMPLE : 


2 (VARIABLE PLUSE) 
3095 




COMMAND V, F, D 
SOUND 1 , 4444 , 10 


DR, M, S, W, 
, 2 , 4321 , 123 , 2 , 


P 
3095 



Table D 



NAME: PLAY NOTES EXAMPLE 





VOLUME: 


VO 


15 




TEMPO: 


TE= 


2 




ENVELOPE: 


EN= 


3 




ATTACK RATE: 


AR= 


12 




DECAY RATE: 


DR= 


2 




SUSTAIN LEVEL: 


SL= 


2 




RELEASE RATE: 


RR= 







WAVEFOJ*M: 


WF= 


4 




PULSE WIDTH: 


PW= 







FILTER ON/OFF: 


FI = 





EXAMPLE: 






10 


ENVELOPE 3 , 12 , 


i , 


20 


VOL 15 






30 


TEMPO 2 






50 


PLAY"Vl 04 T 3 


X 


< 



< FOLLOWED EY SELECTED NOTES >" 
Table E 

NAME : SCREEN DUMP OF NOTES USING ENVELOPE DEFINED ABOVE 

NOTES AND COMMANDS FROM WINDOW ARE: 

FFEEDFFEED06FFEED04FPEED03FFEED06F05F 
O4FTlFFEEDT0FFEEDT3FFEED.P.F#EftE#DEED 
FEAADEFEADDPEDDE06FFFEADEAT6FDDFEDFDF 
E04FEDF06DFF05FFEDDPET3FFAADFEADRADDS 
FFEEFFEDDDDFFFEEEDDDFFFHFFFDEADFEDDFF 
U3DDDFEU7FPFDDDFU8FFEDFU9FFFD 



ly redefine 5, the drum, first. 

You define the musical properties 
of the envelope by inputtinj^ numbers 
after each prompt. Page l-i2 «)f your 
1 28 system guide illustrates values 
used by the ten predefined envelopes. 
You may want to read over that mate- 
rial. 

If you answer the FILTER O.N 
prompt with 1, the lower window 
will open and you ean set the five 
Filter parameters. (NO'I'i:: HlI.'iliR is 
an option. I stiggest you wait until you 
are comfortable with the other PLAY 
parameters before worrying about 
riLTKR. ) 

'ITie last line on the screen reads; 
PICK COMMAND: (S/D/IVN/OQ) ? Let 
me explain these six options. 
S: Sounding Notes 

S means "Sound effect." [f you se- 
lect S, the window will again open at 
the bottom of the screen. It will list 
the values of the envelope you just 
defined and note whether the filter is 
on t)r olf. 

'Iliingsget really exciting here. Your 
128 now functions like a musical key- 
board. If you want to hear a note, press 
any of the keys A through G. If you want 
to play a sharp, press the # key ( shifted 
5) and a note key (A-Cj ). Nothing will 
h ap pe n u n t i 1 )' ou p re ss t h e n o t e k ey . I- o r 
flats, press i, and for dotted notes press 
the period first. 

By pressing O for octave, followed by 
a number (0-6), you can change the 
octave of the notes. You can select an 
envelope other than the one you just 
defined hy pressing T followed by one 
of the envelope numbers (0-9). To 
change volume, press U followed by a 
number(()-9j.Toturnthefilteronoroff 
type X and then either for OFF or 1 for 
ON. 

You ean even change the duration of 
notes by typing W (whole note ), 1 1 ( half 
note), Q (quarter note), or I (eighth 
note).(l'; is reserved for the note E) or S 
(sixteenth note). 

In order to make Soimd Advice, 
match the 128's sound statements ex- 
actly, R (for "rest until all voices playing 
end") and M (for "wait for end of 
measure") are included. Those two 
won't make much differeiiee in the 
sound yiHi hear, but since they are 
important features of BASIC 7.0, they 
are legal input. 

You can even play different voices by 
pressing \' followed by either 1 , 2, or 3. 
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But I suggest you stick to Voice 1 . 

To quit the S option, press the 
space bar. 'Hie Q couldn't be used 
because it sets tlie duration to c[uarter 
note. All other keys, except the cur- 
sor left and riglit keys, arc filtered out 
by the program. TJius, the proj^rani 
will not break even if you try to play a 
non-sound variable such as J or 7.. 
D: Dumping the Window 

If you liked the pattern of notes and 
controls you played while using S, 
you might want a hard record, for 
future reference. If you do, type I") 
and RETURN at the PICK COMMAND 
prompt. 'Iliis will cause still another 
window to open on the screen. It will 
ask you if the printer is ready, list the 
name of any previously printed notes 
and then ask you to input another 
name. ITicn it will scan the large win- 
dow containing your musical notes 
and transfer the information to your 
printer. If you are like me and use a 
non-Commodore printer, tbe reversed 
type in the bottom window which 
reports the filter status may trigger 
some unwanted printing results. To 
avoid such a problem, you can either 
use the cursor-left key to erase the 
reversed t)'pe before you start playing 
notes, or use the cursor- right key to 
make the reversed type roll up out of 
the window, before going to the D 
(dump) option. Tablet is an example of 
how using a D option looLs. 



NOTE: Using the cursor-left erases 
the character to its left and leaves a 
blank. The cursor- right prints a colon. 
Tliis is done simply to show you the 
location of the cursor. The colons will 
not be printed by your printer. 
P: Print Option 

Selection P at the PICK COMMAND 
prompt results in a printout of the 
information shown on the screen. It 
also creates a four-line example pro- 
gram wh i ch y ou ca n d u p 1 ie a t e fo r u s e i n 
your own programs. Table D shows a 
printout created by using the P option. 

Line 50 of the example program 
ends with; (FOLLOWED BY SELECT- 
ED NOTES). If you liked the music 
you created with the S (S(mnd) op- 
tion, and used tbe 15 (Dump window) 
option to get a hard copy of it, you 
can insert those notes into line 50. 
The result will be your first, custom- 
ized, synthesized, personalized, or 
whatever you want H) call it, melody. 
N: No Sound 

Selecting N at the PICK COM- 
MAND causes the cursor to jump 
back up to the first number you input 
after the VOLUME prompt. Now you 
can change those numbers you want 
and press RE'IIIRN, or ju.st press RE- 
TURN to keep the previous numbers. 
'Iliis will continue until you arrive at 
the PICK COMMAND line again. 
C: Clear Screen 

Pressing C will cause the screen to 



clear and the cycle will repeat, begin- 
ning with VOLUME. 
Q: Quit 

To quit the PI AY NOTES section of 
Sound Advice, press Q and answer the 
prompts. This will return you to the 
title screen. 

There is no wrong way to use 
Sound Advice. My children simply 
play with it to sec what sounds they 
can get out of it. I use it to add sound 
effects and music to the programs I 
am developing. As you experiment 
with the different settings, y^ou will 
get a mixture of results. Some will 
sound awful, some may not sound at 
all, others will be just what you need, 
lliose are the ones to print t>ut and 
save, l-uer you can use them to add 
emphasis, excitement or just laughs 
to your own programs. 

No matter how you use Sound Ad- 
vice, I think you'll be amazed at how 
easy it is to co:lx sound out of the 1 28 
with it. 

For more information about HA,S1C 
7.0 sound statements, read section 
seven (pages 129-159) of the Com- 
modore 128 Personal Computer Sys- 
tem Guide that w;ls packed with your 
computer. It details how the param- 
eter values ;iffcct sound. The informa- 
tion there, combined with Sotmd Ad- 
vice, should let you dig out all the 
sound your livingroom can hold. So 
have fun. Q 



Ueforc t)ping this program, read "How lo linUT Prc^nu" and "How to I'st itic Magwinc 
1^1 rj' I'fuivani." The BASIC programs In Iliis iiujiajlnc arc available on disk from Loaibtar, 
P.O. Bo* 50007. Stitcvepon, U 71 1 .WM07, 1 HiW-HS I ■2691 

Sound Advice 



COLOR 0,1:COLOR 4,1:C0L0R 5,2 

:U§=CHR§ (145) 'FTPH 

GOSUB 199:A5="I6"'CGID 

IF FL=2 THEN COLOR 4,14 

:GOTO 129'FLDH 

IF FL=1 THEN COLOR 4, 15: GOTO 8'FJDI 

GET KEY Z$:IF Z$>C1IRS { 64 ) THEN IF 

2$<CHR$ (72)THEN Q$ =Q$ +2 $: RETURN ' NWOR 

7 GOTO 6'BBPF 

8 PRINT CHR$ (19) : PRINT CHR$(18)" PLAY 
NOTES: ";:PRINT TAB (17) CHR$ ( 146) 
"VOLUME (0-15) "; :POKE 208,0 
:INPUT AS'JEFY 

9 VO=VAL(A$) :VO$="U"+AS'EMKM 

10 IF VO<0 OR V015 THEN PRINT USU5 
:GOTO 8'HNVE 

11 VOL VO'BCCY 

12 PRINT TAB(17) "TEMPO (3-255)"; 
: INPUT AS'DHNF 

13 TE=VAL (A$) 'CGWC 



14 IF TE<0 OR TE>255 THEN PRINT U$U$ 
:GOTO 12'HPTI 

15 PRINT'BACC 

16 PRINT TAB(8) "DEFINE ENVELOPE 
# (0-9) "; :INPUT A$'DGXL 

17 EN=VAL(A$) :ENS="T"+AS' EMXJ 

18 IF EN<0 OR EN>9 THEN PRINT U$U$ 
:GOTO 16'HNMM 

19 PRINT TAB(12) "ATTACK RATE (0-15)"; 
: INPUT A$'DHKN 

20 AR=VAL(AS) 'CGQA 

21 IF AR<0 OR AR>I5 THEN PRINT U$U$ 
:G0TO 19'H0KG 

22 PRINT TAB(12) "DECAY [SPACE2] 
RATE (0-15) ";: INPUT A$'DHJH 

23 DR=VAL(A$) ' CGTD 

24 IF DR<0 OR DR>15 THEN PRINT U$U$ 
:G0TO 22'HOKJ 

25 PRINT TAB(10) "SUSTAIN LEVEL 
(0-15) ";: INPUT A$'DHQL 

26 SL=VAL{A$) ' CGDG 

27 IF SL<0 OR SL>15 THEN PRINT U$U$ 
:G0T0 25'HOGM 

28 PRINT TAB (11) "RELEASE RATE (0-15)"; 
: INPUT A$' DHIN 
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29 


RR=VAL (A$) 'CGIJ 


65 


IF A$="N"THEN 8 ' DDH J 


30 


IF RR<0 OR RR>15 THEN PRINT U$U$ 


66 


IF A$="C"THEN PRINT CHRS(147) 




:GOTO 28'HOTG 




:GOTO 8'GJMN 


31 


PRINT"0=TRI [SPACE3) 1=SAW[SPACE2] 


67 


IF A5<>"S"THEN PRINT U$U$ 




2 = PLJLSE": PRINT"3 = N0ISE 4 = RIMG 




:GOTO 60'GJDP 




"CHR$ (18) " [SPACE2] WAVEFORM 


68 


GOSUB 240'BDJL 




0-4) "CHR$ (146) ;: INPUT A$ ' FOWS 


69 


ENVELOPE EN,AR,DR,SL,RR,WF,PW 


32 


WF=VAL(A$) 'CGBD 




:PRINT"ENVELOPE " EN ; AR ; DR; SL; RR ; WF; 


33 


IF WF<0 OR WF>4 THEN PRINT U5U5U$ 




PW'CRFB 




:G0TO 31'HPPK 


70 


VOL VO:PRINT"VOLUME "V0$ " [ SPACE2] 


34 


PRINT: PRINT TAB ( 10) "PULSE WIDTH 




TEMPO "TE'CIGK 




(0-4095) ";: INPUT A$'EIKL 


71 


PRINT"V0ICE/1 [SPACE2] 


35 


PW=VAL(A$) 'CGLG 




OCTAVE/4 VOL/"VO'BCDK 


36 


IF PW<0 OR PW>409 5 THEN PRINT 


72 


PLAy"VlO4"+EN$+"X0":PRINT"FILTER/" 




U$USU$:GOTO 34'HSUN 




FI"PLAY/ "ENS'EKRP 


37 


PRINT TAB{12) "FILTER 0N=1 OFF=0) 


73 


IF FI=1 THEN FILTER CF,LP,BP,HP, 




[SPACE2] 0"; :FOR X=0 TO 2 




RE'ESIN 




:PRINT CHR$(157) ; :NEXT 


74 


IF FI=1 THEN PLAY"X1" :COLOR 5,3 




: INPUT AS ' JTPU 




: PRINT CHR$(18)" FILTER ENABLED "; 


38 


FI=VAL(A§) 'CGMJ 




'HOVT 


39 


IF FK0 OR FI>1 THEN PRINT U$U9 


75 


IF FI=0 THEN PLAY"X0" 




:GOTO 37'HNYP 




IPRINT CHR$ (18) "FILTER DEFAULT/0 "; 


40 


IF FI=0 THEN CF=0:LP=0;BP=0:HP=0 




'GKET 




;RE=0:GOTO 60'JAEM 


76 


COLOR 5,8:PRINT CHR$(18)" <SPACE> 


41 


IF FI=1 THEN PRINT:GOSUB 240'FHDF 




TO END ":COLOR 5,2'EMPS 


42 


COLOR 5, 7: PRINT CHR$(18)" SET 


77 


GET Q$:IF Q$=CHR$ ( 157 ) THEN PRINT 




FILTER PARAMETERS: ":COLQR 5 , 2 ' EMAN 




CHR${157)CHR$(32)CHR$(157) ; 


43 


PRINT"CUTOFF FREQ[SPACE3] 




:GOTO 77'KDXW 




(0-204 7) "CHRS (18) OF; : INPUT A$ ' DKEM 


78 


IF Q$=CHR$ (29) THEN PRINT 


44 


CF=VAL(A$) 'CGGG 




CHR$ (58) CHRS (29) CHRS (157) ; 


45 


IF CF<0 OR CF>2047 THEN PRINT U?U$ 




:GOTO 77'JXHV 




:GOTO 43'HQKN 


79 


IF Q$=CHR$(32)THEN Q$="Q":GOSUB 244 


46 


PRINT"LOW-PASS JSPACE2] 




:GOTO 60'HPQT 




(0=OFF 1=0N) "CHR§(18)LP; 


80 


IF Q$>CHR$(64)THEN IF 




: INPUT A$'DKEP 




Q$<CHR$ (74)THEN 102'IPXM 


47 


LP=VAL(A$) 'CGAJ 


81 


IF Q$=CHR$(35)THEN GOSUB 6 


48 


IF LP<0 OR LP>1 THEN PRINT U$U$ 




:GOTO 102'GLQK 




:G0T0 46'HNAP 


82 


IF Q$=CHR$ (36) THEN GOSUB 6 


49 


PRINT"BAND-PASS (0=OFF 




:GOTO 102'GLRL 




1=0N) "CHR$ (18) BP; : INPUT A$ ' DKXS 


83 


IF QS=CHR$(46) THEN GOSUB 6 


50 


BP=VAL(A5) 'CGPD 




;GOT0 102'GLSM 


51 


IF BP<0 OR BP>1 THEN PRINT USU$ 


84 


IP QS<CHR$(77)THEN 77 ' EICM 




:GOTO 49'HNIJ 


85 


IF QS>CHRS(88)THEN 77'EICN 


52 


PRINT"HIGH-PASS {0=OFF 


86 


IF QS="N"THEN 77'DEWN 




1=0N) "CHR$(18)HP; : INPUT A$'DKPM 


87 


IF 0$="P"THEN 77'DEYO 


53 


HP=VAL(A$) 'CGVG 


88 


IF QS>CHRS(79)THEN IP 


S4 


IF HP<0 OR HP>1 THEN PRINT U$U$ 




QS<CHR$ (84)THEN 102'IPFU 




:GOTO 52'HNOM 


89 


IF Q$<CHR$(79)THEN 102'EJQR 


55 


PRINT" RESONANCE [S PACE? 1 


90 


IF Q$="V"THEN BEGIN:GET KEY Z? 




(0-15)"CHR$(18)RE; : INPUT A$'DKBO 




:IF VAL(Z$)>3 THEN Z$="3"'L0UQ 


56 


RE=VAL(A§) 'CGUJ 


91 


IF VAL{Z$)<1 THEN ZS="1""FHML 


57 


IF RE<0 OR RE>15 THEN PRINT U$US 


92 


BEND:Q$=Q$+Z$'DIVL 




:G0T0 55'HOSP 


9 3 


IF Q$="0"THEN BEGIN:GET KEY Z$ 


58 


GOSUB 244'BDNK 




:IF VAL(Z$)>6 THEN ZS="6"'L0TT 


60 


COLOR 5,3:PRINT CHR$(19) 


94 


IF VAL(ZS)<1 THEN ZS="0"'PHLO 




:FOR X=0 TO 12 : PRINT : NEXT 


95 


BEND:QS=yS+ZS'DIVO 




:PRINT CHR$(18)" PICK COMMAND 


96 


IF QS="T"THEN BEGIN :GET KEY Z$ 




: [SPACE2] (S/D/P/N/C/Q) ";:INPUT A? 




:IF VAL(ZS)C1 THEN ZS="0"'LOPW 




: COLOR 5,2'MDXW 


97 


BEND:Q$=Q$+ZS 'DIVQ 


61 


IF A$="D"THEN GOSUB 104'EFAG 


98 


IP QS="U"THEN BEGINtGET KEY Z$ 


62 


IF A$="S"THEN 68 ' DELH 




:IF VAL(ZS)>9 THEN Z$="9"'L0GY 


63 


IF A$="P"THEN GOSUB 251'EFPI 


99 


BEND:Q$=Q$+ZS'DIVS 


64 


IF A§="Q"THEN GOSUB 122'EFNJ 


100 IF Q$="X"THEN BEGIM:GET KEY Z$ 
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PRINT#l,CHR${N+64) 
PRINT#1,CHR$(N) 



:IF VAL{Z$)<>1 THEN Z$="0"'MOQH 

101 BEND;Q$=Q$+Z$'DIVA 

102 PLAY Q$:PRINT Q$ ; : GOTO 77'DKRB 

104 WINDOW 2,12,30,15,1'BNLC 

105 COLOR 5,3:FOR Y=0 TO 28 

: PRINT CHRS (166) ; rNEXT'HQDH 

106 PRINT" [SPACE3] DUMP WINDOW TO 
PRINTER [SPACE31 " 'BAKI 

107 FOR Y=0 TO 28: PRINT CHR$[166); 
:NEXT:SLEEP 1:C0L0R 5,2'ITML 

108 GOSUB 246'BDPE 

109 IF B$<>"Y"THEN GOSUB 128 
:RETURN'GGTJ 

110 OPEN l,4:PRINTn,"NAME : "N$ 
:PRINT#1'DKIB 

111 PRINT#1, "NOTES AND COMMANDS FROM 
WINDOW ARE:":PRINT#1'CEEI 

112 FOR Y=1704 TO 1904 STEP 40 
:FOR X=l TO 37 :N=PEEK { Y+X) 

: Z$=STR$ (N) : GOSUB 114 : NEXT : PRINTtl 
:NEXT'QLOQ 

113 GOTO 118'BDJA 

114 IF N=58 THEN PRINTfl ,CHR$ (32) ; 
: RETURN "GLUG 

115 IF N<27 THEN 
'GLTH 

116 IF N>27 THEN PRINT#1 ,CHR$ (N) ; ' FJWH 

117 RETURN'BAQD 

118 PRINT#1:CL0SE 1:GOSOB 277 
:GOSUB 128:RETURN'FMAJ 

119 END'BACF 

122 PRINT TAB(8)"<ARE YOU SURE 
(Y/N)?>":GET KEY A$'EFJI 

123 IF A$="Y"THEN RUN ' ECTD 

124 IF A$<>"Y"THEN PRINT U$;'FFLF 

125 FOR X=0 TO 29:PRINT CHR$ ( 32 ) ; : NEXT 
:A$="Z":RETURN' IPHK 

128 PRINT CHR$(19):F0R X=0 TO 13:PRINT 
:NEXT:FOR Y=0 TO 3:PRINT TAB(l); 

: GOSUB 12 5 : PR INT: NEXT: RETURN 'QBYU 

129 PRINT CHR$ (19) : PRINT CHR$(19)" 
SET ENVELOPE: ";:PRINT 
TAB(17}CHR$ (146) "VOLUME (0-15) "; 
:POKE 208,0:1NPUT A$'JEUY 

130 VO=VAL(A$) 'CGJA 

131 IF VO<0 OR V0>15 THEN PRINT U$U$ 
:GOTO 129'HPQH 

132 VOL VO'BCCB 

133 PRINT TAB(19) "VOICE (1-3)"; 
; INPUT h$ ' DHAG 

134 V=VAL (A$) 'CFFE 

135 IF V<1 OR V>3 THEN PRINT U$US 
:GOTO 133'HMIK 

136 PRINT TAB(Il) "FREQUENCY 
(0-65535) ";: INPUT AS'DHQL 

137 F=VAL(A$) 'CFOH 

138 IF F<0 OR F>65535 THEN PRINT U$U$ 
:GOTO 136'HQQN 

139 PRINT TAB( 12} "DURATION (0-32767)"; 
: INPUT h$ "DHQO 

140 D=VAL(A$) 'CFMB 

141 IF D<0 OR D>32767 THEN PRINT U$U$ 
:GOTO 139'HQQH 



142 



143 



144 



145 
146 

147 

148 
149 

150 

151 
152 

153 



154 
155 

156 



157 

158 
159 

160 
161 

162 



163 
164 
16 5 

16 6 
167 
168 

169 
170 
171 
172 

173 



COLOR 5, 3: PRINT CHR$ (18 ) " [ SPACE5] 
OPTIONAL PARAMETERS ( Y/N ) [SPACE 2] 
Y"CHR${146) ; ;FOR X=0 TO 2 
:PRINT CHR$ (157) ; :NEXT: INPUT J$ 
:COLOR 5,2:PRINT'NJEY 
IF J$="N"THEN FOR Y=0 TO 6 
: GOSUB 125: PRINT; NEXT :DR=0 :M=0:S=0 
:W=0:P=0:GOTO 160'PGGS 
COLOR 5,7:PRINT CHR$ ( 1 8) "[ SPACES } 
SWEEP DIRECTION [SPACE10] " 
:COLOR 5, 2: PRINT TAB(7}"0=UP, 
1=D0WN,2=0SCILLATE"; ; INPUT A$' HTLY 
DR=VAL(A$) 'CGTG 

IF DR<0 OR DR>2 THEN PRINT U$U$U5 
:GOTO 144'HQBN 

PRINT" [SPACE2] MINIMUM SWEEP FREQ 
(0-65535) ";: INPUT A$ ' CECP 
M=VAL(A$) 'CFVJ 

IF M<0 OR M>65535 THEN PRINT U$U$ 
:GOTO 14 7'HQCQ 

PRINT TAB (4) "SWEEP STEP VALUE 
(0-32767) ";: INPUT AS ' DGXJ 
S=VAL(A$) 'CFCD 

IF S<0 OR S>32767 THEN PRINT U$U9 
:GOTO 150'HQJK 

COLOR 5,7:PRINT CHR$ ( 18 )"[ SPACES ] 
WAVEFORM [SPACE17] " :COLOR 5,2 
:PRINT" 0=TRI ,1=SAW,2=VAR PUL, 
3=N0ISE"; : INPUT A$'GREX 
W=VAL(A$) 'CFGG 

IF W<9 OR W>3 THEN PRINT U$U$U$ 
:GOTO 153'HOHM 
IF W02 THEN COLOR 5,3 
: PRINT TAB (10) "////////////////// 
///[SPACE?] " :COLOR 5,2'INET 
IF W=2 THEN PRINT TAB ( 10 ) "PULSE 
WIDTH (0-4095) ";: INPUT A$'GJIR 
IF W=2 THEN P=VAL{A5) 'FHIM 
IF W=2 THEN IF P<0 OR P>4095 THEN 
PRINT U$U$:GOTO 157'KRNT 
SOUND V,F,D,DR,M,S,W,P'BQCF 
PRINT CHR$(19);:F0R X=0 TO 13 
;PRINT:NEXT'HMAI 

COLOR 5,3:PRINT CHR$ ( 18 ) " [SPACE5 ] 
SOUND AGAIN [SPACE3nY/N/C/Q/P) 
[SPACE2]y"CHR$ (146) ; :FOR X=0 TO 2 
:PRINT CHR$(157) ; :NEXT: INPUT BS 
:COLOR 5,2'MIWA 
IF BS="Y"THEN 160'DFIH 
IF B$="Q"THEN GOSUB 122'EFOI 
IF B$="C"TNEN PRINT CHR$(147) 
:GOTO 168 'GLKM 

IF B$="P"THEN GOSUB 170'EFQK 
IF B$<>"N"THEN 16l'EFBL 
V=0:F=0:D=0:DR=0:M=0:S=0:W=0 
:P=0' lYXU 
GOTO 129'BDLL 
GOSUB 245'BDOD 
IF B$<>"Y"THEN RETURN 'FCCG 
IF DR=0 THEN D$=" ( INCREMENT 
FREQ) '"EFXM 

IF DR=1 THEN D$=" ( DECREASE 
FREQ) " ' EFXM 
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174 

175 
176 
177 

178 
179 
180 

181 

182 

183 

184 

185 
186 

187 

133 

189 

190 

191 
192 



193 

194 
195 
196 
197 
193 

199 
200 

201 

202 

203 

204 
205 

206 
207 



208 
209 



D$=" (OSCILLATE 

(TRIANGLE) " 'EEWN 
W$=" [SAWTOOTH) " ' EEIO 
(VAKIADLE 



IF DR=2 THEN 

FREQ) " 'EFUO 

IF W=0 THEN W$=" 

IF W=l THEN 

IF W=2 THEN W$ 

PLUSE) " ' EEHQ 

IF W=3 THEN W5=" (NOISE) " 'EEMP 

OPEN 1,4:G0SUB 198'CHCN 

PRINT#1,"NAME:"N$:G0SUB 198'CIWH 

PRINT#1," [SPACE13) VOLUME: "VO 

:GOSUB 198'CITK 

fRINTSl," lSPACEi21 VOICE: V="V 

:GOSUB 198'CHIL 

PRINTtl," [SPACES) FREQUENCY: F="F 

:GOSUB 198'CHMN 

PRINTS 1," [SPACE9J DURATION: D = "D 

:PRrNT:G0SUB 198'DIYO 

IF J$="N"THEN I92'DFKL 

PRINT#1," [SPACE71DIRECTI0N 

: DR="DR" "D$:GOSUB 198'CKER 

PRINT* 1, "MINIMUM FREQUENCY: M="M 

:GOSUB 198'CHSS 

PRINT#1," [SPACE7]STEP VALUE: S="S 

:GOSUB 198'CHUS 

PRINTSl," {3PACE91WAVEFORM 

: W="W" "W$:GOSUB 198'CJHT 

PR1NT#1," [SPACE6) PULSE WIDTH; P="P 

:GOSUB 198'CHNL 

PRINT#1, "EXAMPLE: ":GOSUB 193'CGVJ 

PRINT#1:PRINT#1, "COMMAND V, 

[SPACE4]F, [SPACE4]D, [SP?\CE2]DR, 

[SPACE3JM, [SPACE4] S, [SPACE3] W, 

[SPACES] P" :GOSUB 198'DIUS 

PRINT#1," [SPACE2] SOUND"V","F" ,"D", 

"DR" ,"M" ,"S" ,"W" , "P:GQSUB 198'CPKP 

PRINTil:CLOSE 1:G0SUB 198'DHKL 

PRINT :PRINT"FINISHED":GR$="" ' DFCO 

GOSUB 244 :REM CLOSE WINDOW CPLP 

RETURN'BAQL 

PRINT GR$+"*"; :GR$=GR$+"*" 

: RETURN 'FMES 

PRINT CHR$(147) 'CFBP 

VOL 15; V=1:F=43333:D= 60:3=300: W=l 

:FOR X=l TO 5;G0SUB 227'KHRJ 

GOSUB 234: IF FL>0 THEN X=7 

:GOTO 225'GNLD 

GOSUB 226:PR1NT CHR$(19) 

:FOR Z=0 TO X:PRINT:NEXT:NEXT' JPKG 

V=1:F= 64 000:0=50: DR=0:H=55500 

:S=1200:W=1:P=0:GOSUB 226'JPNO 

FOR X=a TO 3:PRINT:NEXT' FFHE 

COLOR 5,11:PRINT TAB(9); 

:FOR X=0 TO 22: PRINT CHR5(175}; 

:NEXT:PRINT:SLEEP 2'LADN 

COLOR 5,8:PRINT TAB (9) CHR$ ( 18 ) " 

FOR THE COMMODORE 128 '"EKVM 

COLOR 5, 15: PRINT TAB(9); 

:FOR X=0 TO 22: PRINT CHR$(183); 

:NEXT:PRINT' KWQO 

V=1:DR=I:G0SUB 226'DKBI 

PRINT:PRINT:COLOR 5,12 

:PRINT TAB{9)"BY GARY FIELDS (C) 

1985" ;PRINT'GKBQ 



210 



211 

212 

213 
214 

215 
216 
217 
218 
219 
220 
221 

222 

223 

224 
225 

226 

227 
228 



229 
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230 



231 



232 

233 

234 
235 
236 
237 
2 38 
240 

241 



FOR 



PRINT" [SPACEll] < 'P' 
FOR PLAY [SPACE31 >" 
:PRINT"ISPACE11)< 'E' 
ENVELOPE>" 'CBPK 
PRINT" [SPACEll] < 'Q'[SPACE2] 
TO QUIT[SPACE4] >" :COLOR 5 , 2 ' CEHF 
V=l : F= 1 00 ;D=30:DR=2:M=4 5 500:3=50 
:W=2:P=444' IJGM 
GOSUB 234 'BOMB 

GOSUB 226:F=INT (RND(0) *55000) 
+1'GQCI 

TE=INT(RND(1) *40)+10'FLSH 
D=INT(RND(1) *40) +15'FKNI 
VO=INT{RND(6)*15) +1:V0L VD'GNTL 
DR=INT{RND(0}*3) ' EIEJ 
M=INT(RND(1)*45000) ' ELFK 
W=INT<RND(1) *4) ' EHSC 
IF W=2 THEN P=INT{RND(1) *4000) 
'HMIG 

READ J$:IF J$="Q"THEN RESTORE 
:g6tO 222'GJIF 
VOL 15:TEMP0 TE:PLAY 
J$+"RRABCDEFGRGFEDCRR" ' EKYL 
IF FL<1 THEN 213 ' DGLF 
PRINT CHR$(147) :COLOR 4,12 
:COLOR 5,2:RETURN'FPWJ 
GOSUB 234:SOUND V, F , D , DR , H, S ,W, P 
: RETURN 'DVRK 

COLOR 5,X 'BDJG 

PRINT TAB(X) " [RVS,SPACE2,SHFT 
SHFT C,SHFT 1 , SPACE10 , SHFT U, 
SHFT I,SPACE14] " 'CCTP 
PRINT TAB{X) " [RVS,SPACE2,SHFT J 
SHFT C,SHFT I, SHFT U,SHFT I, 
SHFT B2,SHFT U,SHFT I) [SHFT B, 
SPACE2,SHFT B2] [SHFT B,SPACE3] 
[SHFT U,SHFT I, SHFT U,SHFT I, 
SPACE4] " 'CCJY 

PRINT TAB (X) " [RVS,SPACE4, SHFT 
SHFT -,SHFT B2,SHFT U,CMDR W, 
SPACE2,CMDR Q,CMDR W,SHFT U, 
CMDR W,CMDR H,CMDR N] [SHFT B2] 
[CMDR Q,SHFT K , SPACE4 ] " ' CCTQ 
PRINT TAB(X)"[RVS] [SHFT J, 
SHFT C2,SHFT K,SHFT J, SHFT K, 

J, CMDR W,SHFT B2,SHFT 3, 

W,SPACE2,SHFT 

W,SHFT M,SHFT 

J, SHFT K,SHFT 

I] "'CCIW 
TAB(X)CHR$ (18) 



U, 



B4 



SHFT 
CMDR 
CMDR 
SHFT 
SHFT 
PRINT 



B2,SHFT J, 
N] [SHFT B, 
J, SHFT C3, 



[SPACE31] 



'"DGEI 

RETURN 'BAQC 

GET AS'BCGE 

IF A$="P"THEN 

IF A$="E"THEN 

IF A$="Q"THEN 

RETURN 'BAQH 

PRINT CHR$ (19) 

:NEXT' HLRG 

PRINT" (SHFT U,SHFT 



FL=1 ' EFPI 
FL=2' EFFJ 
END'ECBJ 

:FOR X=0 TO 14: PRINT 



C37,SHFT I] 



:FOR X=0 TO 5: PRINT" (SHFT B] 

"SPC ( 37 ) " [SHFT B) " : iiE^'Tc:u„tt,uu;l on p^;. 123 
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ATTENTION PLUS/4 OWNERS! 



Quantity Product 

TC301 (D&T) 

TC600 (D) 

TC601 (D) 

TC602 m 

7112001 tC) 

1112003 {O 

Tl 12004 (T) 

T112005 (T) 

Tl 12006 (T) 

Tl 12007 (T) 



Piu§/4 Software List 

Name Price 

Typing Professor $12.00 

The Hulk S21.00 

Cutthroats 424.00 

Suspect $24.00 

Script Plus $45,00 

Calc Plus $45.00 

Experiences In Software $ 1 2.00 

Monev Decisions - Loans $18,00 

Money Decisions - Investments $18.00 

Produclivity Starter Kit $ 1 8.00 

Tl 13007 (T&D) Easy Match/Easy Count $15.00 

Tl 13008 (T&D) Whafs Next • Utters Numbers $15.00 

Tl 13009 (T&D) Letter Match - More Or Less $15.00 

Tl 13010 (T&D) Letter Sequences -Long, Short $15.00 

T113011 (T&D) Shapes And Fatterns,'Group It $15.00 

Til 6001 (C) Viduzzles $18.00 

Tl 16002 (C) Jack Attack $18.00 

Til 6004 (C) Pirate Adventure $18,00 

Tl 16005 (C) Atomic Mission $18.00 

TlieOOe (C) Strange Odyssey $18.00 

T117001 (T) Math Games - Word Problems $12.00 

T1I7002 (T) Super Spell $12.00 

T117003 (T) MazeMania $12.00 

T232001 (C) Financial Advisor $27.00 

T232007 (D) Loans And Investments $30.00 



T232008 (D) 


Business Management & 
Statistics 


$30.00 


T262006 (D) 


General Ledger 


545.00 


T262007 (D) 


Accounts Receivable 


$45.00 


T262008 (D) 


Accounts Payable 


$45.00 


T2620O9 (D) 


Inventory 


$45.00 


T262010 (D) 


Payroll 


$45.00 


T262011 (D) 


Construction Industry 


$12.00 


T262012 (D) 


Personal Finance 


$12.00 


T262013 (D) 


Retail Industry 


$12.00 


T262014 (D) 


Wholesale Industry 


$12.00 


T262015 (D) 


Manufacturing Industry 


S12.00 


T262016 (D) 


Professional Services 


$12.00 


T262017 (D) 


Maintenance & Services 


$12,00 


T263001 (C&D) Logo 


$45.00 


T263010 (D) 


Reading Professor 


$36.00 


T266001 (D) 


ZorkI 


$24,00 


T266002 (D) 


Zork II 


$24.00 


T266003 (D) 


Zorklll 


S24.00 


T266004 (D) 


StarcToss 


$27.00 


T266006 (D) 


Suspended 


S27.00 


T26602Z (D) 


Planetfall 


$24.00 


T266023 (D) 


The Witness 


$24.00 


T266024 (D) 


Hitchhikers Guide To 
The Galaxy 


$24.00 


(D) = Disk 


{C)=Cairtridge (T) = Tape 





Stock Your Software Librari; 
At Discount Prices 

Commodore '" understands that building a 
comprehensive software library can take a good 
deal of time — and money. So to help you combat 
the effects of both, we've put together a list of 
software titles for your Plus/4 computer at some 
very attractive prices. 

Software that will educate you. Entertain you. 
Allow you to work more efficiently, [f you 
own a Plus/4 or know someone who does, the 
time to build a complete software library is now! 



Please Rush Me The Software I've 
Indicated On My Plus/4 Software List. 

Name. 



Address. 



City. 



State. 



Zip. 



Signature. 



Enclosed is my check or money order for $. 

Make check or money order payable to Commodore 
Direct Marketing, Inc. (PA residents add 6% sales tax) 

Send To: 

Commodore Direct Marketing 

1200 Wilson Drive 

West Chester, PA 19380 

Attn: Plus.4 Software 
Please make sure BOTH the list AND address coupon 
are enclosed. 

Add $2.00 shipping and handling to all orders. 

COMMODORES 

Commodore is a registered trademark oi Commodore Electronics, Ltd, 
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TECHniCniTIPS 



tlY DAVID R, BROOKS 



Getting Started 
with MIDI 
Music 

Part 2 



JTart 1 ofC'icttiiigSwrttd with MIDI 
Music" {C(>}>ini(>il<)re Microcoin- 
/niters Marcli/April, 1986) discussed 
some of the things you need to know 
to lisscmiile ;i music system based on 
the musical instrumcut digital inter- 
faec (MID!). In this article, I'll detail 
how to elKKJSc hardware and software 
for your Commodore 64 or 128 to cre- 
ate a complete MIDI music system. 

MIDI Hardware Interface 

I've used two interfaces for the 64: 
one from l^issport Designs and one 
IVom .Set[ueniial. Ilodi link y<)ur com- 
puter to MIDI-compatible sound syn- 
thesizers. 'Iliey liocli plug into the 6'i's 
cartridge slot, include one MIDl-in 
and one MIDI-out connector, and re- 
quire separate disk-based software. 
Since all 6i interfaces work with the 
12H in 6i mode, both of these inter- 
faces work wiib the 128 also. 

However, they have several signifi- 
cant differences. While the Passport 
interface lias an additional 5-pin DIX 
connector labelled "drum," Seqiien- 
tial's .Mttdel 2*2 includes two 1/4" 
phone jacks, one for a footswitch and 
the other for an external clock input, 

MIDI Software 

To control communications be- 
tween your computer and the MIDI 
equipment, you need a program part- 
ly written in machine langnage. A se- 
quencer is a program that records. 
Stores, and plays music. But remem- 
ber that these programs store not the 
soimds themseives. but the iiiforma- 
tion necessan- to re-create the sounds 
through a synthesizer. 

.Software seciucncers typically in- 
clude functions to manipulate param- 
eters, and may !ie written for MIDI or 
non-MIDI instruments, ^ote that al- 
though music programs for the 64's 
SID chip contain sequencers, they 
will not work with MIDI equipment 
unless they're specifically designed to 




How to choose 
hardware and 
software for your 
Cofnmodore 64 or 
128 to create a 
complete MIDI music 
system 



be compatible with both SID and 
MIDI. 

However, for the most part, soft- 
ware sequencers are a wiser invest- 
ment than hardware sequencers, be- 
cause software is more flexible and 
can be updated, 1 use Passport De- 
signs' MIDI 18 Plus with Passport's 
MIDI interface or the Keyboard Con- 
trolled Sequencer from Dr. T's Music 
Software, which has versions for the 
Sequential, Passport Designs, Yamaha, 
or Korg interlaces. 

MIDI Hardware 

My primar)' sound source is Se- 
quential's Six-Trak polyphonic syn- 
thesizer, a six-voice stand-alone 
keyboard instrument. It contains a 
hardware sequencer that will store 
about 800 notes and retain them per- 
manently. Six-Trak will operate either 
in the "omni" mode, with all six 
voices assignet! the same sound, or in 
the "mono" mode, with up to six indi- 



vidually voiced sound settings (or 
"patches"). The Six-Trak contains 
1 00 preset sound patches that can be 
changed either temporarily or perma- 
nently from the keyboard, or tempo- 
rarily frt)m a MIDI program. The Six- 
Trak docs not have a MIDl-thru 
connector, so connections to addi- 
tional devices must be made through 
a separate MIDl-ihru box. 

Finally, I'm using an optional piece 
of equipment, a PAIA Flectronics 
Model 6770 Master .Synchronizer. 
This device provides clock and 
metronome signals for real-time re- 
cording of musical sequences and 
synchronization of .MIDI equipment 
through an interface, 'Hie Master .Syn- 
chronizer is available only in kit form 
and requires an external power sup- 
ply. One PAIA 7700 power supply 
will also power a number of other 
compatible rack-rnountcd sound pro- 
cessing modules. 

Putting It Together 

I'irst, turn on the Six-Trak and make 
the connections to your audio sys- 
tem. With the audio connections in 
place, you can verify' that the synthe- 
sizer is working properly. But there's 
another less apparent reason for turn- 
ing on your keyboard first: Some 
MIDI software automatically sends 
signals to your MIDI equipment when 
you first run the program. If your key- 
board isn't on when these signals are 
sent, your MIDI system may not oper- 
ate properly. This can be vcry^ frus- 
trating if you don't realize what's 
happening! 
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To make the connections between 
the keyboard and the MIDI interface, 
you will need two MIDI cables which 
may or may not be included with the 
MIDI hardware interiiice. DIN plugs 
and connecting cables arc used for a 
variety of purposes, so be sure diat 
any cables you buy arc specifically 
intended for MIDI systems. Since ac- 
cessories should never be connected 
or disconnected to your computer 
when the power is on, plug in the 
Passport interface, then turn on die 
power. You can connect or discon- 
nect the MIDI cables at any time 
without hurting anything. 

MIDI keyboards have several possi- 
ble operating modes, including a de- 
fault mode that's in effect as soon us 
you turn on the keyboard. The Six- 
Trak is initially in the polyphonic 
(omni) mode, that is, all six voices 
will play wth the same sound. In its 
default condition, the Six-Trak won't 
accept parameter changes. 

The Six-'Irak uses on-board con- 
trols to change the operating mode, 
sound patch, and individual p:iram- 
eters. These can also be changed by 
MIDI commands from software. For 
instance, when you run MIDI soft- 
ware, it may change your keyboard'.s 
operating mode without telling you, 
because the authors assumed you 
would want to operate in a particular 
mode. Whether or not this is a prob- 
lem depends on your hardware. 

Now load Mlbl/8 Plus. Tliis soft- 
ware supports up to eight MIDI chan- 
nels, and lct,s you enter up to about 
5,000 notes. (A less expensive ver- 
sion, the MlDl/4 Pitts, supports four 
channels.) It also records all other 
MIDI codes transmitted from your 
keyboard, such as key velocity, at the 
expense of note storage space, '11 le 
MIOf/8 Pitts essentially compuleri/.es 
the analog mnltiiraek recording 
equipment, presumably for the bene- 
fit of musicians who arc used to pre- 
MIDI s\'stcms. 

MIDI/8 Pitts also supports an inter- 
nal clock or external MIDI clock sync. 
Til is means that the program gener- 
ates its own internal clock signal us- 
ing the SID chip, "^ou can liear the 
metronome beat from this clock 
through the 64 's audio output, and 
you can change the speed from the 
computer keyboard. 

Tlierc are two kinds of external 
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clocks that can be used with MIDI 
systems. One is a pulse clock, like the 
PAIA Master Synchronizer, which 
produces (typically) 2i voltage pulses 
for each quarter note. The other kind 
of clock sends its timing signals as 
MIDI information directly througli 
the MIDI connections. 'Oic Passport 
software gciterates clock pulses, but 
will not receive them; it will receive 
clock signals only througli the MlDl- 
in connector. 

'Hie "drum" connector on the Pass- 
port interface is an output for clock 
pulses that can be used to drive a 
variety of non-MIDI rhythm synthe- 
sizers. Note that even though the 
drum output looks just like the MlDl- 
itvont connectors, it is not a MIDI 
connector. If you already have a drum 
machine that will accept the output, 
go ahead and use it. However, I 
strongly feel that you shouldn't buy 
any new or used non-MIDI equip- 
ment if you're a novice to .MIDI 
equipment. 

I did run into difficult)' with the 
MIDl/8 Plus when I tried to play the 
preprogrammed examples included 
on the software disk. The first version 
I received would not work at all be- 
cause the program automatically sent 
MIDI operating mode eommaucis that 
were inappropriate for the Six-Trak, 

'lire current version rectifies this 
problem, although the SLx-Trak must 
still be manually programmed to play 
in t[ie mono mode before atu' se- 
quences can be played or recorded. 
The rea,son for this is that the soft- 
ware was written for a market that at 
the time consisted primarily of key- 
boards operating only in the poly- 
phonic mode. If you come across 
Passport sofnvare that doesn't seem 
to vs'ork correctly with your MIDI 
keyboard, contact Passport for infor- 



mation about updated versions. 

I do find the restrictions of real- 
time recording and puncb-in/puneb- 
out editing awkward, even though I 
have some teebnieal facility on key- 
board instruments. The program has a 
step-time editor that allows yon to 
play through a recorded musical se- 
quence one clock pulse at a time and 
make changes, but I find it difiicult to 
position myself exactly where I need 
to he in a sequence, especially if there 
are multiple voices on the same track. 
When you're in this mode, notes re- 
sound until you advance to the clock 
pulse that contains their off com- 
mand. This can be confusing. 

I'or newcomers to computer music 
who have little familiarity witli analog 
mnllitrack recording, MlDl/8 Plus 
may be too confusing. I should point 
out, however, that Passport Designs 
was one of the first to provide xMIDI 
interfaces and software, at a time 
when the relationship between .MIDI 
;tnd pre-.MIDl music was just being 
formulated. 

Alternative System 

Now let's take a look at a different 
MIDI system that has a different 
approach. I can switch the Pa.sspiirt 
interface with Sequent ial's Model 
2-12, because the Sequential interface 
will accept my PAIA Master Synchro- 
nizer pulse clock signal. Remember 
that this is an optional piece of equip- 
ment and not necessar\' to the b;isic 
fimctioning of the MIDI .system. 

In this system, 1 use Dr. T's Key- 
hoard Cotitrollcil Sequencer. Like the 
P;issport program, it also sends some 
"invisible" commands to the Six-Trak 
keyboard, so you may have trouble if 
you haven't turned the keyboard on 
before loading and running the pro- 
gram. Dr. T's manual gives a brief but 
useful introduction to using the pro- 
gram with not only the Six Tnik, but 
other MIDI keyboards. 

Dr. T's software automatically en- 
ables the Sbc-Trak to accept sound 
patch and parameter changes .sent as 
MIDI commands, a condition that is 
not part of this keyboarcl's default op- 
erating mode. If you want to use the 
Six-Trak's m<mo mode with its six in- 
dividually programmed sound patch- 
es, you have to manually put it into 
this mode. 

Dr. T.'s sequencer will operate with 
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its own intcrii;il clock ( its niclronomc 
tick can be ticartl itiroii};!) ilic fvi's 
audio oiitpm), Lin cxlcrnal pulse 
clock, or an external MIDI clock. Ii 
provides liniinj; signals onU' as MIDI 
ouipui. rellceting the faei [hat most 
new rhythm synthesizers are MIDI 
devices. 

This sequencer will record real- 
time keyboard input (several thou- 
sand .MIDI events), store it, and jilay it 
back just like F;Lssport's MIDI/H Fins. 
But beyond these basic functions, its 
approach to ediiiuj^ and mana(;inf» 
musical information varies. The edi- 
tor works by directly displaying a file 
of MIDI events on the monitor. Iliis 
file might have been created from 
music )'ou played on a music key- 
board, but you can also create a file 
entirely from the computer keyboard. 

Then, using the line-cdiiing capa- 
bilities of the 6-i, you can edit individ- 
ual events and their components one 
at a time and hear the rcsulis by play- 
ing the altered sec[iience iriim wiihin 
the editor. New musical information 
or sound patch and parameter 
changes can be inserted anywhere in 
a sequence. Groups of MIDI events 
can be moved, tluplieated, or tieleied. 
There is also a siep-time music com- 
positiot) utility for keyboard enlry. 
and a number of biiill-in functions for 
automatic editing, such as rhythm 
quantizing, pitch transposition, and 
note lengtli compression or expansion. 

Many programs give t|uaiiti/irig 
possibilities in musical terms, like 
"round off all MIDI events to the 
nearest six teen lb note," but Dr. T's 
software asks you to .specify the nmn- 
ber of clock counts, as in "round off 
all MIDI events to the nearest six 
clock pulses." 'Hiis approach may he a 
little harder for a nmsician to get used 
to, but in the cikI, it is much more 
flexible. 

With this program, there are sever- 
al ways to manipulate musical se- 
quences, 'Hie most straightforward 
way is to start and stop individual se- 
quences in the program's "play" 
mode, where up to .^5 different se- 
quences can be stored in the (y\'s 
menior}' at orice. A more elegant way 
is to construct MUM files that consist 
entirely of directions for sound patch- 
es and parameter changes, as well as 
itistructions for playing other se- 
quences. These MIDI command 



Manufacturers 

Casio, I'Icctronic Musical 

Instrument Division 

1 5 Gardner Rd, 

Fairfield, NJ 07006 

Model CZlOl MIDI keyboard 

5-199.00 
Model CZIOOO MIDI keyboard 

5699,00 

Dr. T's Music Software 
2'} Ixrxington St, 
Watcrtown, MA 02172 
Keyboard Controlled Sequencer 
5125,00 

Korg/l;nieord 

H9 Trost St. 
Westbury, N>' I 1 590 
KMT-60 MlDI-thru box 569,95 

PAIA Electronics, Inc, 
ICJ2() W, Wilsbire lilvd, 
Oklalu una City, (,)K7.^ll6 
Model 6770 Master Synchronizer 

(kit) S74.95 
Model 7700 Rack Mount Power 

Supply (kit) 559,95 

Passport Designs, Inc, 

625 Miramontes St., Suite 103 
Half Moon Bay, CA9-f019 
MID! interface S129,95 
AUDlZ-i Plus seciuencer 599,95 
Mmi/8 Plus sequencer 5 1 49,95 

Sequential. Inc, 

.■S()5 I North I-irsl St. 

San Jose, CA 95 1 34 

Six-Trak keyboard synthesizer 

5899,00 
.Model 242 MIDI interface 599,00 
Model 910 MIDI sequencer 599.00 



events are in the same format as mu- 
sic setjuences. so they can be inter- 
mixed with music passages, Dr, T's 
sequencer also provides several kinds 
of real-time control when playing, MIDI 
music, including pitch tran.spo,sition. 

Expanding Your MIDI 
System 

You may decide that one MIDI key- 
board isn't enough, l-or example, all 
six voices of the Six-Trak are chan- 
neled tlirotigli a single audio output, 
so a stereo effect is impossible. MIDI 
systems arc cas\' to expand, and both 
the systems I've described will sup- 
port multiple MIDI devices. 



I've expanded my system b)- adding 
a Korg KMT-60 MlDl'-thni box and a 
Casio CZ-IOI keyboard. The KMT-60 
accepts as input the output from a 
MIDI interface and distributes the sig- 
nal among ;is man; as six .'VllDJ de- 
vices. The CZ-101 is a relatively inex- 
pensive .synthesizer that easily could 
be the orUy synthesizer in a .MIDI sys- 
tem. It does have inconvenient, small 
keys, but is not much of a problem it 
another keyboard like the Six-Trak is 
used as the "master" unit. Another 
Casio ke)board, die CZ-IOOO, is func- 
tionally identical to the CZ-IOI, but 
has full-size keys. 

The CZ-IOI operates in the omni 
or mono mode with up to tour sepa- 
rate channels. .As a stand-alone key- 
board, it can play up to eight [larts 
simultaneously. It includes 32 pre- 
programmed sound patches plus a 
connector tor an optional cartridge 
that will hold 16 more. The CZ-101 
uses what C^asio calls "phase distor- 
tion" to generate sound and filter en- 
velopes. This produces sophisticated 
.sound, because two sound channels 
can be assigned to each MIDI channel. 

Although the C;Z- 1 1 is a welcome 
addition to my system, it is not with- 
out its challenges. In principle, the 
preprogrammed soimd patches can 
be reprogranimed either from the 
keyboard's own controls or under 
computer control. However, 1 find 
the programming procedures compli- 
cated and difficult to relate to a desired 
musical goal, .Special sound patch gen- 
erating programs are highly desirable 
to get the most from this keyboard. 

Programming of the CZlOl is ad- 
ditionally complicated by the fact that 
sound patch information is transtnit- 
ted not :ls standard .MIDI information 
(the way the Six-Trak parameter 
changes work), but as "s\'stem exclu- 
sive" information. 

Several companies, iiicluding Dr, 
T's .Music Software, have or are devel- 
oping CZ-lOl sound patch progranis 
to support this new keyboard. Be- 
cause the individual parameters of 
sound patches can't be changed 
quickly with MIDI commantis like 
they can on the Six-Trak, user-gener- 
ated sound patches must be estab- 
lished ahead of time and stored in 
place of some of the preprogramnied 
ones or on a plug-in cartridge, 

Coiidniii'ii /III /tfi. iJi 



no JUNE/JUty'86 



TE[HniCHLTIPS 



BYJIM GRACELY. TflCMMCAl. EDITOR 



Tech Notes 

Technical editor Jim 
Gracely keeps you 
abreast of the latest 
developments in the 
industry. 

X he Okidata 120 is ;i Commodore 
lS25-compatible printer from Oki- 
diita. With a printing speed of 120 
characters per second and a price of 
under S300, it jumps to near the top 
of the list in price and performance. 
The footprint is small and nearly 
square ( 14"W x 1 1"D x 3"! I ), and both 
pinfeed and friction feed are includ- 
ed, with the pins located at the ends 
of the platen. The Okidata I 20 is load- 
ed with features: underlining, sub- 
scripts, superscripts, three character 
sizes, double width, emphasized and 
enhanced print, vmable line spacing, 
and dot-addrcssablc graphics. 

'Hie compatibilit\- with the 1525 
(or MPS-801 ) is both a blessing and a 
curse. On the good side, the iirinter is 
immediately compatible with almost 
even' software package on the market 
that supports the 1 525 (including The 
Print Shop). However, the Okidata 
120's enhanced features may not be 
utili7-ed from these packages, bccau.se 
many software packages (/lasyScript 
and /c»K' included) know what a 1 525 
can and cannot do. So if you try to 
underline, the package simply sends 
null characters to the printer. All 
dressed up with no place to go. Tliis 
isn't true of all packages, though. Pa- 
fn'rbdck Wrilcr, for example, supports 
the Okidata 120 completely. Many of 
these problems coukl Inive l>een re- 
solved if the 120 had a switch for 
selecting cither Commodore or Stan- 
dard ASC^II (it's Commodore ASCII 
default). 

The manual for the 120 is very nice 
(as most of Okidata's are), and the 
printer operates quietly, quickly, and 
with quality. My only complaints are 
in the combination friction'pin feed. 
Because the pins are at the ends of the 
platens, they cannot be moved inward 
to feed labels. The procedure for in- 




serting tractor-feed paper into the 
pinfeed is also a little tough and took 
me a while ( and many eaten pages ) to 
miLSter. 'Hie trick is to let the pins do 
the work; insert the paper very^ loose- 
ly and let it slip as the pins catch. In 
all, however, a ver\' nice printer at a 
good price. 

Speaking of printers. I've been us- 
ing a little device called the Serial 
Box from R. J. Brachtnan Associ- 
ates out of llaveriown, Pennsylvania. 
litis is a 6'iK serial port buffer. Most 
Commodore owners aren't familiar 
with these devices because this is the 
first Comniodore-serial-in to Commo- 
dore-serial-out buffer I've seen. Print- 
er buffers are used more extensively 
on those "other" computers with 
Centronics parallel in and out. 

Helieve it or not. Commodore's ser- 
ial bus transfer rate of -iOO characters 
per second is far too fast for almost all 
printers. When you print something 
to the printer, the computer has to 
spoon-feed the printer a litde bit of 
data at a time. The result is that the 
computer is actually sitting idle much 
of the time the printer is working. 
'Ilie .Serial Box avoids this idleness, It 
can gobble up the information as fast 
as the computer can send it, and then 
turn control back to the computer. 
Now, the printer buffer sits and waits 
for the printer. In the mean time, you 
can go on to other projects on the 
computer. 

Iliere are some printer interfaces 
which include a buffer of some sort, 
but none of them provide 641v serial 
in and out, or some of the other fea- 
tures. The Serial Box has i.KDs on the 



front for RUN(ing), PAIJSK and RJLI. 
(green, yellow and red) and buttons 
for pausing, resetting and clearing the 
buffer. 'Ilie buffer gets + 5VDC off the 
cassette port so SX-64 owners will 
have to do a little rewiring. 

The Serial Box acts as device 6 and 
has a number of features than can be 
accessed through software. 'Ilie)' in- 
clude a range of commands ft>r extra 
line feeds, pausing and clearing the 
buffer and changing the device and 
channel (printer device ) defaults. 

llie box works wonderfully. I keep 
it connected all the time and I'm con- 
tinuously amazed at the speed of 
.some printouts. 'Hie buffer even re- 
sponds nicely to printer alarms (out 
of paper, ribbon). There are some 
programs that think more than they 
print (such as The Print Shop). On 
these programs, the Serial Box won't 
make any difference. At S74.95, the 
final decisitm on the value of a serial 
printer buffer is up to you. 

Master Software of Kandallstown, 
Maryland, has come to the rescue 
with a product called Modem Mas- 
ter. A very simply cdncept actually, 
yet it has saved money, time, desk 
space and most importantly, frustra- 
tion. It is based on the theory that no 
matter where you choose to put your 
computer, it will always be six inches 
further away from a telephone jack 
than the longest telephone cable you 
own. 

Modem Master is an extension ca- 
ble for your Commodore computer 
user port. 'Iliat's it. A four-foot ribbon 
cable that plugs into the user port and 
lets yon plug in a modem up to four 
feet away. The connector for the user 
port end extends about two inches 
from the back of the computer (about 
the same as a serial cable) and saves 
you almost four inches of space over a 
("ommodore modem. The new user 
port end has a small plastic cap to 
keep it protected when not in use. 
You SX-64 users out there take spe- 
cial note-. The 1650 modem can be 
used with the SX-64 and Modem Mas- 
ter. 

A very practical product that I'm 
now lost without. Modem .MiLster re- 
tails for S24.95. Modem M;ister Plus 
has also been released, which adds a 
fiilly buffered reset .switch. It retails 
for's29.95. B 
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Commodoie user groups 


nationwide and around the world provide invaluable assistance to Commodore computerists. If you are looking tor 


people who share your computing Interests, or if you need help gBtting started v/ith yoit 


r computer, contact the group near you. 


This list is compiled from fjioups who responded to a 


survey conducted by Peto Baczor, Commodore's user group 


coordinator, H you would lilce 


your group to appear here, or 


if you need information about Commodore's user group au 


pport, contact Pete at CommQciote Busines.? Machines. | 


1200 Wilson Drive, Weal Clieste:. PA 19380. 








ALABAMA. 


CALIFOBNIA 


SfinCailos 


Suaiiosd 


OllMlflo 


BirmmtjtiJ'iin 


Altnlurna 




Commodore V^bj Group ol 


C^'nttol Florida Commodore 


Buirun^hmn CsmmodcicB 


Cactus CoEnniunicato? 


Vsfin Ceoup 


SlTAtloEd 


Usm^ Group 


CotnpiAiw Ciub 


PO Bmtl277~91TOl 


Tunottiy Avely 


Clan KetnEkins 


Thuim«n Ldwson 


iiair^ JailGS 


Ajcntliii 


543 Od County M-— 94070 


PO Box 1213— 06497 


PO Box 73K— 32854 


«M& AVfjniiB V LiK 7-B— 35206 


Pasadena Cmnmodole 


S«n FiarKiaco 


Wwt Hnvon 


PalmKaibot 


Enterprts? 


Ccimptitm Club 


PEToo LhoAlH 


U Qi Navf Haven MicroEiomputet 


Simgoam Ma 


WuiMjtass Micit^-Computet 


Einic McUonald 


BdaLovm 


Club 


OrtwJ MiUoi 


SociHty 


PO Box 1163—91006 


M6 CrtuduUKt Dr -94132 


M McCqiiNtjtiy 


2419 us 10 Moilll— 335S3 


WUIluin K Blown 


Auburfi 


Sftn Vaidjo 


M of Niaw Hnvon. 300 Oi«m« 


Fanatna City 


)0g Key Bend M—M330 


Auburn Commodore 


Soulh Hoy Commodore 64 


Avf —00616 


Bay CocnmodorQ Useis Gioup 


Mobile 


Cornputui Cub 


Uiinra Croup 


DELAWARE 


Dtmu Schlpnll 


CoinmocJmeCkib ot MobsJo 


Pill Struh 


Jn^L'M. Oaliegn 


Fftlton 


P Box 3167-32101 


TQm Wyati 


1 IZIO lUiira Loma Dr.— 96603 


F Bo* 3193—92073 


Diamond Stale Users Group 


Pen.'saixila 


386a-H Rue Maison— 36608 


Baldwin Park 


Santa Mana 


MlcliAOl Butloi 


Commodoie Advantage 


[*]J15on 


CaJPotyComniodose Users 


Canttol Coast ComnKJdnre 


PO Box B92— 19943 


Doannu Owens 


Commodore Club — South 


Group 


Um Group 


Nowjuh 


P O Box 1S490-37f<!>l 


WiQiamJ tteeaian 


David Ourtzil 


OlItxtrtF Vakt 




PfinwJIctilri 


PCI BiM 324-35126 


146I7V7 Ramotw BJwd —91706 


4237 Pluilier;« Ct — 9345S 


GiEmp 


Comnioddfif Urms Group oi 


SCi^ttatMto 


EcUDown 


SontuMiMUca 


BobTovtej 


PensAcola 


ScntulKPio C-M U»«s' Ototip 


aube4 


Cnmmodwe 64 West 


210 DulDoDl -19711 


DcibttiiT Johnston 


Ricbud Radan 


Pdbnrt Jcilir.son 


DoiE Camj^Kll 




PO Box .l'.:iV-3a506 


fil, 5. Box 2S5— a*>76S 


14941 Bayou Ave —90706 


PC Box 406— 904060406 


FLORIDA 


PlAntAtlOn 


ALASKA 


Chtiiswotlh 


SantAltosa 


Avon P.uk 


SubuibaiE 04 Usera Oioup 


San Feniiindo Vallr^v 


Santa Rosa Commodoie 64 


CHIPS Ustlis Oioup 


Ken PoEUldga 


Calgnry 


Coffltriodore Users Group 


Vests Gmup 


a«itild lamczak 


1360 SW H?nd Tar. Apt, #626— 


Caifjdiy CaminodOfy 


Tom l.ynoh 


Cafry Palmer 


P.O Box 3063-33826 


33321 


L'SC^E;^ Gioup 


Z120fl r^nsiivas— 91311 


333 B Rdbles Ave.— 95il07-793S 


BEiid(?nton 


Sanii»il 


LIuyd NoEHian 
BlOCuiilliiWWoySW— T2W IKT 


CICiVlff 

Ficflno 64 Ubws 


IjECKikton 
Stockton Cotnmodoio 


Monaiwia Commodore 
Umta Oioup 


SriEnlMl Commodoie VIC 
Phil BplangtT 


Anttiomgo 


Hiotj Bdwofds 


Uiwifl Group 


Bob Hronimii 


1119 PhiiwuiWo Box 73—33957 


AJtiaka S4 Cotnmodorfl 


U9I W. 9U) #2»— 93612 


PitaMcConn 


016E JKhAvt. Dr— 33503 


Shalimci 
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Ctwioird 
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Usmn Gtoup 
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2929 Calimwo Dr.— «52(M 


Brandon 


Ft Wstlon Bodoh Commodoio 


P O Box 6043— 9K02 
Keuhiiun 
Tirst Ci:v Users Qioup 


COLORADO 

AspflEi 
Eocky Mountaiti Commodote 

Club 


Brandon Uwrs Group 
t^ulA Dautjlioity 
108 Angtewocd Dt — 33S11 
Ctoarwatei 


Ukm Gioup 
Jim Mooie 
P Box 3-32649 

Tamarac 


JlmUanos 

P O BOK 8002-99901 
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OntyB Could 
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Mikii fTohnoke 


Biowaid Commodore 
Users Group 
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'I'avnrou 
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ARIZONA 
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P Box 64B-32922-0B4B 


Group 


ChaSKJltiT 
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Danvilie 




VICJ64 Hoaitland User Group- 
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Thomas Monam 
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Lakeland 
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KcniE Davis 
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Usnis Ctoup 
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CONNECTICUT 


UauuvlUo 
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PJ Eryden 
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PA La 
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UNF Commodoie Computer 


Cumputorl.^t 
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Full field County ComEnKioES 
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David L Via 
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LosOsos 


Uitar Op 

Kenneth H Hoites 
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Joys Huabnei 
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UsorE Op 
JeH TylH 
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San Lum Obispo Commodore 
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Kattlotd County Cotmnodais 


Lull 
View HimrUand Usejs— Tampa 
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Commodore F^ast Computer 
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OenoVQ BowUn 
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Jim Lultman 
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Ueeit Oioup 




Stomlord 
Statniotd Coftimodoce 


Ocda 
Ttl-County Commodore 


Ranndy Shulei 

Bogie #2. Box 226—30566 






Usais GiEjup 


Usws Gioup 








Stan Ctemd 


Don VanderventBl 








P Box 1337-06902 


PO Box 1151-33671 
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Hiv«rda!le 

Clayion Couniy cfri Uwb Oivup 

Jnyco J-fiy 

b2? Wfln«tyn Way— aOZ?-* 
Siovn Mounlntn 

Atlanu C64 Ukmit Gfaup 

Ronnld Li JO * ik i 

067 B^ Valfev Laao— 300B3 

IDABO 

Gai>' Edwoidf 

506 Lunarford tn —63814 

Orofigevilffl HS Coniputui Club 

Don Kualngm 

eiOS 'Q' Suect— a3530 

IdQho FaQs 
Ba^lti R)Dck CarnmodoiA 
Camputei Ctub 
Jeanie Laison 
P O Box 3884— KJ«S-3e84 

n^UNOIS 

Haunflticft UfsOTs (iroup 

Chip Downoy 

1303 NetUe#Z'-fit 000 

Dtonimii^Lon-Ncmiml 

CoimnodcMe ug 

Carl Bun ess 

PO fiox lO&S— 61702-1058 
Canton 

Canson Aif^a CuinrniXloio 

UntHB QiOup 

Bi^MstX S. StnollcK 

Spoon RjVftT Coa<nio. HR #1— 

B1B20 
Champaign 

Ch&mpugn Utbina Coramod^ij 

Users Oraup 

Steve Oast 

2006Cfesc«itDi-61B21 
ElHin 

Fox V^toy ConunodotD 

UseraOtoup 

Maib QiQtt 

833 Pio«p«t--W120 
Od^buio 

Knox Commodoie Dub 

Bflpdy Fox 

Harvey 
Sauth Subuiban V2Q (Js^rs Oub 
Nick FcKte 
!6^K)9 EmBra3d-^Ol2(5 

Ki:in>(db>e 1 lack«rs 

BlUBiouiUet 

an #2, Btjxa2S.H— 609Q1 

LiitCdJitW'nicK] 
C-6^ UacTii Cl-Eiiup. £n(3 
David W TiiciikiTi 
PO, Box.4ft464-"60646 

Wostqin Utinota CnnimodcnQ 

U^urn QTDup 

Hob<3rt CoKfll 

906W ethAvfl - 61-482 

Commodof e Uwio o[ P«ma 

160QW Dovereux— 61614 
Kocktord 

HockToid AiBd Conunodaco 

Computer C3ui) 

Kaihtt Keyw 

2507 PottJim Rd—«l 107 
ScdU AFB 

ScDU CompuUf UiBts' Oioup 

QilbtfiiD KnUond 

PO 30x397-62226 
SptLnqftdd 

SpcuiglieW PET Us«» Owup 

B^Eaidtey 

3ll6Concofd-62704 



INDIANA 

CcdumbuA 
Cc^umbuo Goounodae Dub 

IIZIDW GMfgwtovm FEd.— 
47201 
Indmrui polls 
VIC liidy Gub 
FimI Imhausan 
Box 11^^, 4^12 E }Aichi5aii 
St -46201 

MAndHstet Conomodore 
Ue«iBGiDup 
RiclmrdM DcUows 
6060 E ftthSl--46302 
Term Houtn 
Wdstorn Inditoa QimRioclDre 

D«nnli^ C Grahiim 
912 E. Brown Ave.^7803 
W, Lafoyotte 
Corfimodotti OwnHtS of LafnyeEia 
Rosa Indollcato 
20 Patrick tanp--47906 

tOWA 

ComnicKloie Compute! Uiwis of 

Iowa 

CuitlsL Shiitm 

PO. Bolt 3140— 5031S 
Hanfc<rd 

CaplLaJ Complex Commodore 

Compituir Club 

Doii'n Hulot 

PO Biu5S"&Qna 
Wntofloo 

WniQiIoo Ai«a Comtnudmu Gub 

Rick Volkor 

S'lb Ltmd— «]f702 

KANSAS 

HiiichinsDn 

Sail City Cormnodore Club 

WendDip D HmksDD 

P.O Boot ZG44--67S>1 
Viola 

Comrnolorff Urns Oioup 

of Wurhitoi. Inc 

ViiCi Uiuiifltwty 

B[ if] Bojt 115—67149 

KENTUCKY 
Baidstown 

Commodore Sardstown Ussrs 

Group 

Patitek KtTtley 

P O BOK IGS— 40O04 
UowlmgaEntm 

DowlLti(; Gre«in CommodcrQ 

UcctiD Group 

DtTug Skin net 

PO, BflK 20214^12102 

Gtssgow GoEmncxJote 
UssiB Oioup 
Stovo Entj^nd 
P O Box 1&^-42H1 

CoiTimcKloro Gonnnctlion 
JwTKtQ Kemp 
1010 S Elm— ^420 

LOUISIANA 

Sbcty-Fouf 'Um Users' Group 
ElizabeidiS HoiYiiuin 
4317 Slocklflii Si— 7O0O1 
NewCMtHUU 
Conuol Dwta Injmiuu* 
K«niH Djurmavll 
©600 PIiumDi— 70127 

SJinTvcport 

Ark-Ui*Tist Ccminddaie 64 Club 



Sw^;t2 
CFuachita Commodoro Club 

PO Bffit 17&— 71^1 



EG1B Fauisx Ave— 71106 
Sutphui 
SoiThwest lA Ubeis' CiDup 
FiedWhllff 
09 Ann — 70663 



Bninswick 

Y.V G {Brunswtclcl 

Fec9f O'Baien 

20 Cohjmliw AVB-"04Qn 
Oano 

Compuiet Sociecy of Peiwitoacot 

Art F^ to 

101 Crosby Lab. UMO— 04469 
PocUand 

Scuil»rn Malna 2&&4 

Ed Moore 

10 WaUui Susfit— 04092 
ScarborouGh 

Y.U.G. (ScaiborouahJ 

Qeotge Caswett 

16 WestiA-TOd— 04<?74 
Wesihfook 

Youi Comii].odDre LFsjers Ormij] 

Mikfl ProCuSQ 

PO Box6n— D<I092 

MAHVLAKD 

AlwttieHn 

COMFUCATS 

Betty Scheu!i3i 

680 W. BelAiT Ave— 21001 
BaJtimere 

BattimDre Area Commodoio 

Uses GiDup 

Michael M Bioumborgi 

4e05 Yogi Ave —21206 

Weeun^houB* DWJ Commodaro 

yjnM Group 

LeeD. Banon 

PO. Box 1683—21203 

WoodEawn CommodoiQ Qub 

MikflLoDg 

1712 Aberdeen Ed —21234 

Falbtoft 

Harfwd County CommocSof a 

Usos Group 

KunUoyd 

P O Boa 209^21047 
Ftodanck 

Frederick runctionoots 

5tjeph«n M.J^cobson 

lOa Key Pkwy— 21701 
Hagttsiown 

Hagerstown Users Croup 

Joseph F. Rutkowski 

23 Coventry l^ —21740 
LtwriEirdiown 

PAX/GOM/e4 

Dflvid J HnmliiLLEl 

240 Joflorson St.- 206150 
Potomac 

Weptein Monifjomftry C64 

Users Group 

Jorge MoniaJvac] 

11209 Tac^ House Ct.— 20tSb4 
Ror;kv)Ile 

Hock-^eVICZ&l UsBTB Group 

Tom Pounds 

PO Box tiSOb— 20!3£j6 
SUvQir Sprlntjs 

Monigornftry County 

Commodore Soc 

Mer^OaB. Poundls 

P O. Box 6444—20906 
Eui'dand 

Edison CotBHiodoTe Uaera Gsoup 

WiIiainHHarr 

43HO)dbrdDr— 20746 

MASSACtiUS^TTS 

Budfoid 

Raytheon Comnicxiiuiu UtiurS 

Cboup 

John Rudy 

Raytheon Co — GEA©— 017730 
Foxbcvo 

Faxboco Area Corumodoie 

User Cioup 

.Samuel Knight 

154 Cf«?n St —02035 



BuUand 

Thfi f>oJyhftdral Wiiard 

Rob Hodgon Jr. 

422 CoufitiysLid* F^t —01543 
WKitlwkl 

Pwi]«ar VnDav VlC/64 Qub 

Marvin S Yak* 

34Bat«Sl— OlOBB 



EM 20^ UsftTB Group 

JcHitiCh&plaUtt 

36 Buckman St —01801 

BflCHIOAN 
Ann Arb« 

CorruTiodoi*' Ufw* Group— 

U ol Mich 

John J Gannur 

School of Pub H*aiih— 

UofMiLh^4&l09 
B^y City 

Bay Cli:;y Vsqis Gioup 

Jim Giiflin 

1013N JolmBonEt.-4B70e 
Claie 

Micl'Tvtlctiiigiin OJinm^oiu Club 

VUotl Gratwwn 

-^8617 
Ettnt DfiUou 

Michisjan Commodoco 64 Lri:;cr 

O[oup,lnc, 

Cbuck Cif^nUga 

P.O. Bcffl 53*— «>021 
Madison Mosghtts 

Slipped Oink, In^ 

J, Moskow 

31044 John R^^ld071 

Commodofn Computm Club 

Jj»c'k V^aUMV 

4106 Wofit Man m — IS460 
Ricrhinond 

COMP 

Biian Fringl? 

7514 Puay Gutt Rd —48062 
Southtield 

ComiTKxkVff Oc^pum 

Entltuaiwta 

St«VWLDp9BLl 

2006O Wkncrw«i«r-4d076 
WatArvllat 
DAB Computar Dub 
Dennis BurLngton 
P.O Box &42^-4Q098 

MINNKSOTA 

UttioFallB 

IfHkirU'ind Araa Computer Co-cip 

Earn Wnlz 

2401 PJVoiwoodDT -56346 
lUtdwDofJ Vaila 

liut^tfncc; 

Ron StjhilUfifl 

^43 E 2nd Si— 68283 

MISSISSIPPI 

BilOKl 

Gull Coaal Qimmotlors Club 
Maih W Haivflry 
46bOW. BoadiBlvd^J9B3l 
Hattiooburu 
CumirjtMloca Compu^lfH' Cluh 
LenJ MaiJiifiB 

Dftpt i4 Poll Sci.—U d( Miflfi — 
39406-0076 

Missoimi 

CBF>e Giroidaau 

HMrtlAiui Ue^ti Gioup 

MaaoQ Hmf^fSOii 

1S?S Lorimm #7—64701 
Qajdon 

MOARK Cominodorit Umth 

Qtoup 

MarshfllE D 'Hunitr 

P O Box 504—65668 
JopliJi 

•hpim ComniodkMe Oomputei 

USGtS 

R D. Conndy 

422S noTtd^ Avf -fi4H0! 



Kansas City 
Comiaodovs Users Group 
t^ Kanaas City 
satvadof Carda 
PO Boot 36492-64111 

Libojlv 

Northland Anutem Bacbo 

A:$5ocifltion 

Alan Boyei 

Oil LutdanwDod Lane — 64066 
MaiyVlUc 

Commodoiie PAC 

Patricia Lucldo 

tloraoo Mann ienining Opnier — 

644G6 
WnirpnHburg 

Commodoio Usnr Croup ol 

WfliranBburg 

Buck Sommerkamp 

P O. Box R93— 64093 
MONTANA 
MiasoiiEn 

Wesl«in Montana Commodore 

U^E Gtoup 

Call White 

FJOO KenflinfjMm Avo — bSJiJOl 

NEBRASKA 

Allinnco 

Ailliirice Cocnmodoie Computet 
Club 

u. s&mi 

1S29 Boise— G9301 
Oeriiig 

Plaiift Valley Commodote 
Ussts Graup 
JimPaikfl 
1720'0- St— 69341 

Coinputei Power Unlinutod 
flobert Howard 
416 N 27— BK03 
Omaha 
Gf eaisr Omaha C64 Users Gc cup 
Ken JueEe 
2932 Leawood Dr —68123 

NEVADA 

Lav Va^^ifi 

Las VegvB Areti PET Users 

Group 

bl30E Charleston Bh.'d— 89122 
Las Vegas 

SOG Commoii-Me Us^rs Gioup 

Lse Schram 

4011 W, Charleston BEvd — 

(39102 

NEWHAMPSamS 

f^ochflfitar 

C 64 U S E.R.S 

P O. Box 4022-<J3B67 
Winchester 

Monatinocli Commotloie &A 

Users Group 

Paul Bute m 

RFn#l Rcmie 10— 03170 

NISW JERSEY 

B(fll9 Miml 

ACONJ PETVVIGVGBM Users 

Group 

jivaphM Pyllus 

M Riverview T^t — OSfi02 
Choiry HiD 

SouLh Jersey Commodore 

Usf^rs Group 

Fred Herman 

PO Bo«4205— Ce034 
Freebokl 

FTC.U 

JohnRinftldi 

IbO Starting Aw —07728 
Morria Hnins 

MniLs Area Coramodore 

UsoiG Group 

Robert J. Searir^g 

51 FemcMI Rd— 07950 
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Tfl^fr[i*"E«U:-K'CsCTEfmFi 

Roboit J Sonrjng 

51 KmncUflHd— 079130 
Mounl liuLly 

RCA Cammodoio U^ois Clcoup 

WiHiam Howe 

432 licmlqcSi Ln,— Oti060 
Ouean View 

Cope- AUdn tic Conimocloie 

Users Group 

BJ Chadwiclt 

14^ ad Staae Coach Rd — 

08230 

INFO &■% 
Pete NisaeSy 

16 W. Ridcjewood Ave — Cf7432 
Union Cii!:y 

Hudson County CommodoiG 

User Group 

Dave Westptiaif^n, 

308 Palisadi? Ave — O/QtiT? 
Wall Township 

Jw B4V Sliof e CommodOTO 

U«mn Oruip 

Bob McKmloy 

1906 Mownouth BhnJ —07728 
Wayoe 

Ctub 6-1 

G. CipollGtti 

Haaibuig T^pfce. — 07470 
Westwood 

Commodwe 64 Begmnets Ctub 

Thomas Montn 

660 LflighTti— 076765 

NEW YORK 

APO Now YfMk 

Zw/eibruecken Cominodaie 

Corcpiiter Ciub 

Henry Whita 

200tti TAMMC. Bojl ! i4^-Q90&2 

06332-6^? 
Bethpa^Q 

Comirtodof I? Computet Club 

1111 Slewan Aw —11714 
Broi« 

Comruodoib Miciochips 

Anihany Sanchez 

340 E. Misshi^j Fkwy— lOteS 
BiDoktyD 

BrooJdyn Commodcre Oarrs 

GrcFup 

Malcdm Jay Gottosmon 

173d K 13th S: Api #7N— 

11229 
£asi SAUiuktti 

U)ng hiimd Vie Socwty 

LftWtttiifAt V Sieram 

20 Spygtsss Lene— 1 1733 

Great Nec^ Conunodote 
Useis Group 
Adam Kcun 
30Grace Ave— llOCl 

liVE 

A Fnodmon 

17 hcsdUUy Rend— 1 1023 
tiaRunondspon 

Fmgai La}teG Atea Koniputei 
Expects 

Terry LynrM= Uasby 
88 W- Lake Rd— 14B4Q 
Jabag 
ComnMkkxfi Fi««ifa 

9111 Ra^oadSL— 13471 
Mt- Vafnon 

FolhUle TfiimmoJ Ctub 

T«dCota]es 

Bc«a22-C-I065l 
NewHampttJn 

C-64 Users Group ol Otoivcje 

County 

S'Jjphen OeiE^U 

B^^23BRD#1 — 1055^ 



Nfj!W n^ti 

Computfsr Metropolis 

E^rii;: D^an 

PO Dcix30 171 MftinSt — 

12&61 
Now Voik 

Now Yt>[k CoinmwioiH 

Uaera Group 

Bnn TunifflJaiiy 

380 Hivetside Dr 70— 10C(25 

New York City V2?[J/C64 

Uaere Group 

Ra]p]i L9«fi 

10;3 WaVBity P]ac&— IQOU 
Nowdik 

Ftncif I [jikw Cqcnmcdt^ru 

Uscm Gtaisp 

TfxifJ Antirewo 

229 W Union St — 14513 
Ocwego 

Oawetjo Commodore 

Users Group 

John E. Baiorikay 

2Qe Paik Hali—SUNY— 13126 
Roctiester 

CommcKSDra tintirs Oioiip of 

PO Boh K&14— 14^25 

Aduondadt G&4 UserA Qrgup 

PiiulW Klompas 

20a Woodlawn Ave —12866 
Syr-acu^ 

Commodoiy Computet DiA 

ol £yiacuHi 

P O. Box 2232-13220 
Tollman 

Compu:(ft Cttib ol Rmrkbinri 

Potcr Bfilbn 

PO B<Ht233"10Da2 
Tonawanda 

64 SouihtDwns Useis Group 

MjcbaEd l&skow 

504 Scmer.lllB— W150 
Torwwanda 

Commodof 9 Buftfdlo tfsCTS Gioup 

David Nowton 

199 Dais Dr—14lS0 
TikbenHUl 

Mdiuiwk Volley ComntotSaf? 

Uaezs Croup 

WiCiajRA Novmk 

aSieStmscn Ave.- PO. Bqjc 

343—12177 

KOHTH CAROLINA 
Choi^Qtlo 

Chailotu 0B4 Usms Qroup 

H S Honki 

3717 PV>w«rtM(d Rd ^28210 
HavDiocJe 

EVyivn East CbmroDdorft 

Users Grou^ 

Jun WoiUungton 

302 Beatown Bd— 28532 
Trydn 

Tcyon ComnaodoiB 64 Qub 

HobiA Mit^iaef 

PO BoK 101^-28782 

NORTH DAKOTA 
UtaiDBrdf 

Coinmodofs Oub a( ^k:at]) 

Dakota 

JartiesG AUen 

16067 Reno Ot— 58501 

omo 

Brooh Park 

GPU. Connoctun 

Dinke hank 

PO. Box 42032^44142 
Cincmnaii 

Commodofe Us«fs ql Bluo Clnp 

Tnd StAkitA 

816 Beecfaei St ^a20fl 
Mnp^ He»ghls 

BE Ctevetand Ccmmodoci? 

Crazies Us&r£ Occnip 

IBe731la[IanI>r -4^137 



lAanon 
Mai ion Ohio CJommodcii^ 

Ricbud Munru 

77& WoJimflflr Rd— 43302 
MHiilot 

NK Ohio Cujrimotionj 

Usora Group 

Roea BJfltk 

P.O. Box 71B— 44062 
Milford 

ClHCom'64 

Dqvo Ejkacggh 

*j771 ObaaivaEloii Ct— 4B1M 
Now PhikdolphiQ 

CorsrnDdon*G4 Uiwrts Ormrp 

Mt liihJuTid 

702PflEkAv« NW-^1663 
Toledo 

Commodote Computn 

Oiib ol Tokhjo 

Jim Cychien 

PO Box 8909-43623 
Xwrita 

Diiyton Aieibk ComrnodocB 

Uset^f Group 

Chnrl^TobLTi 

m& Murrny Htll Dt ^5385 

OKLAHOMA 

MuskCKJQQ 

Muskc^gee CompucBt Soc, 
Commodoia UE8r& Group 
Steve Ford 

202 S 12th Stieei— 74401 
OkUihoinft City 
CiontDi OkUkl'ioma 
Commodoro Club 
Rjcliitrd P HiH 
l-tDl N RockwaU— 73127 

OREGON 

Altafiny 

Albany Corvaaia C64 

Uwts Gtoup 

Ai Rasmus 

2138 Chicaoo St S£— 97321 
Poitland 

NE Ptxtiuid Comnxxtom 

{Jam Group 

Gary A Tho^Dpason 

B759 N Calvtni Ave —97217 
Portland 

PCE Commcdote Users Group 
- Rjchard TmrK>ck 

121 SW SaliMia St —97005 
PrmeviUe 

Conual Of o^rofi C64 Uwta Group 

Miuvin McCioftry 

499 N. Hwwjod AvB —07754 
ShArubkn 

YamlitD County CotrvmodoKi 

Uscis Group 

DanUftachfrKt 

Route 2 BOK 246—97378 

PENNSYLVANIA 

Aitoojw 
Altoona & MArUftsburp 
Cammodoto Usar Croup 
Ralph Osmolmski Ji 
BO #4 Box 2SS— IGGOl 

lAltODSVI 

BASIC 

Dimitii K [>3ntois 

1433 1301 Ave —16603 
ApoOa 

Hackers Eiaa Club 

Joe Moore 

30&Bouia36&-IBGl3 
B«wyn 

GEOarr»G4 

Edward Davklnn 

H77 Wofftwmd Oi -^19312 
BluftBflU 

Worldwide Cormnodore 

Usors GrcAjp 

Pave Wdt^ 

PO.Bc«337— lW2a 



ClaiXs Swftmit 
SctaniDn ComfnodOTfi 
Usmn Cioup 
Mack A Dnviu 
PO Boix21l"l»411 

Cliltun Hsiuhta 
C li U G 
Kuvin J. Uoly 
PO Box 235^19016 

Wcstmoreknd Computer 

Ubwh Club 

Gary MoonR 

3021 Ben Vonufl Dr — l&GOl 
UmtitFitiiin 

IxWtH Bucks UiHirB Giotjp 

Don Moyai 

252MArw?(mldRd— 19O07 
Mount Holly SpiinoB 

Eight Srtuaif ed 

Andy SkditofL 

P Box 76— 1706& 
New Ketiaui'^rT 

A-K64 Us^gs Group 

Alton GlubiAlb 

1762 Fturmouat St — 160O8 
PhiJridfllphbo 

DotrnigEmp Ptnonot 

Computer Qub 

Alirm McNichoi 

p Box leasa pa2'3i— i9i42 

Fittebuigh 
BetusComnuxkrrfl Usws Group 
BiiCampbaU 
592 AibocLarM— 15236 
Pltttbuigh Dnrunodon Gioup 
i)oti A Carar 
201&Osme:kDr.— 1523$ 
V aa OP 
Davm Flataau 
1931 RockkKloe— 15212 

CMltrd PA LJBdjr Group 

for CominodoiQ 

Joeoph W Coffman 

Box 1^—17767 
W«ttQKSt«r 

Main Une CommodiQfa 

\JmtB Oioup 

EmilJ VdchockJi 

1M6 General Alton Ln— 19382 
Wttt Mifflin 

South Pittsburgh 

Cotnrnockre Group 

Ctiadss W OmvH IB 

2407 P«m«ylvftw« Ave — 1B122 

RHODE ISLAND 

Harruvttkt 

BMiiUhniB Commodoie 

UHftChib 

DavtdR MKl^rwftuh 

28 ChBTry Kaim Rd —03950 
Naijogassett 

Nanagansesi Coracnadofe 

UMra Group 

Robert R payn? 

Stajdi F«rv Pd —02882 
PnwtucKut 

RICE 

MichiKd Skeifdon 

VM Morris Ave — OZB60 

SOUTH CAROUNA 
Cayca/W Coiumbu 

ConunodotQ Compuun Club 

of CdunibiQ 

Bunei Whitn 

PO Box 2775— 29171 
Myitkr Qwridi 

Commodofn Updnt*" 

Biad Bonnon 

230 Tiirpon Bay— 29br7 
North Chaikistan 

CitarteHtOfi Compuid Society 

JelckA FurrJt 

PO Box 52fr1— 29406 



Rock lilll 

Rock HiU CommtKloie 

Umt Gioup 

Smtwiik Rohbift 

&65 ScEiSwyhaEk Cir -29730 
SpoitnnbuECj 

aPARCUa 

3E3b£j Spimw iJi —29302 
TENNESSEE 
Efirllctt 

M«imphifi Cammodoie 

Uiers Ctub 

St«vc^n A Oalrm 

P O Box 38095- 3S1 34 CK)95 
EatLU Springv 

Com mof lorn CompuLtii Ctub 

Marty Oaipec 

PO Box96— :i7330 
KrtOKVhllo 

ET 64 Usois Gioup 

Rick McCdU 

PO Box 495-37001 

Motto KnoxvJJjn CommodoEi^ 

Unrs Group 

EdwQid Prltchiud 

7406 Oxmcor ftd —37931 
Sflddy-Dttmy 

C64/VIC 20^+^^018 

Aaron Kennedy 

2414 Blue Ridije Di —37379 

TEXAS 
Austin 

CoEnrnwloEO Computet Club 

of AuHtin 

RovKalmoBa 

PO Boh 4913a— 7fi76& 
COipuwChriatt 

CoEpuB Chrtatt CormnudoruM 

JmiOft^w 

P.O 80X6541—78411 
DaBss 

64 UadfS Group, tno 

SlanGoidin 

PO Box 801828 

13604 Midway Rd— 75^0 
HulBl 

Mid Cliw CommotkHQ Ctuh 

Diane Dewi 

413 Chlwlm Iraki- 75053 
Lving 

trvmg Cominodcffe Uaers Croup 

BiHMaf shall 

PO Boxl6&(m— 7501B 
Lonovww 

LoTMTvlew Uhhs Gioup 

Dorodiy MotzW 

P O. BOK 9284— 7S60B 
Luhbock 

Lubbock Caaunodfli a 

U#4-is Croup 

RobQit Mas&engoSi^ 

3917 64ih Drvo— 79413 
Moxia 

BiStonoUsotsQub 

RG GcKA 

PO 30x386—76667 
Vtcicrta 

CtOMioada CoQimodotD 

Uwfa Oroup 

JaovGuy 

*1l7IrnM Or —77901 
Waccy 

Cocnputas 

BufIA Mays 

Roule4 Box 214—76705 

UTAH 

Ofidbn 
Wasatch C^nmodOro 
Uueitt Otoup 
Miku Mur^iliy 
PO Pox 4028— 84402 

VEHMQNT 
S HuiiinyLon 

CKmiif^m Vnitey Conunodcn 

Us«5 Group 

iJiftvc* Ijppwi 

Maylmr Kt — W»401 
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VIBOINIA 

Aloxnndrln Usefs Qioup 

1200 WongiovB Btvil — aj3C7 
Pt&nCDnia Commodotv 

S924 Doveo Di.— 22310 

AiUngion 

AiWndton Victims (20/64) 

CUJton OladJey 

'(MJ AtHngion Blvd.— 222M 

CrystA) City Conunodoio 64 Club 

Or(»g Safocynshl 

lZ%Jall«*on DavM llwy 

Sw 1200-22202 
Dde City 

]>ain City CDmniKloio 

Ucem Gicnjp 

Jack 5. Doyte 

P O Box 20W— 22193-0068 
Fflirtiuc 

PENTAf 

Bt)n 'IlKjinfls 

0912 Colony Rd— 22030 

FVanklui 

Oanmodao Oswa ot Fianklm 

Bruce Poweil 

12QI N. High St — 23BS1 
Kwdy 

Roejlfjikfi Computoi Society 

Lfltry WasMjum 

Bt I. Box 40—24101 
Hutt 

Continl VvQinka Uioin QroMp 

tMcMoae 

Roui« 3. Box 4S1— 24Ge3 



McLea>n 

C64 UBurs Qlo^p tjf MeLettn 

John MuijUw 

7420 Ellloiado Si -22102 
Roantiko 

RA.C £ C3ariniDdorf» 

UsatOrtiup 

LanyB»t*ow 

4726 Hnisemati Dj -34019 

WASHINGTON 

AiUngtOJI 

Ailinoton OcimnnKkMG 

XJmtn Group 

Jai» M King 

16204 67vh Avo ME— €6aa 
Contralla 

CBM U<Btii Group 

nick Bflabsi 

a03 Euclid- sasji 
Ft Lewts 

(U PCS 

Jira UtcMiBM 

Ouartiut 2Kl-A-~9e433 
MmywiUd 

Buildl 'A' B/tflS 

Jooy MlUor 

49 IG 121l!t Place NE— SS27Z 
OallELuboi 

Whidbcy fsCanti Qnnnnodore 

Comtnitor duh 

Bob llordy 

P.O. Box 1471. #203— a«277 
PuyflUup 

PNB Uwfs Group 

H[}d Small 

OlOSIESUiSt E— BS373 



fiichlsniJ 

Trl City Coinnioekire 

Computet Club 

Jack Gurvitl 

IsaSPlnu St —99362 
Sfutilo 

CO M p U T.E.B 

An Wtibeck 

MOa Shltehate Avo. NW— 98107 

NWW Comiiiodote Usere GrOLlp 

Rlduud IM 

^65 awtM N #203—98109 

Umvetskty 64 U£«is Group 

AUofiM Orowm 

FslbolOOTSM-30 

Univ. ol Woahmtjion— 99196 
Tacomn 

World Wlda Usma Omup 

R Smilli 

PO Bon 99682- 9849S 

WBCONsm 

Caledcnln 

CLUB M 

Jock Whllu 

P.O. Box 7Z— R3108 
Enu CIaiio 

Esu Cliuin Akio CBM 64 

UlMS Group 

JohnF SlukyJi 

Rie S Boi 179A— S4703 
Gtoen Bay 

Comm Bay G4 

Ricbftid F. LAixton 

PO Box 1162— S43oa 

MsdUon 
MadiBOn Aim Oarmnodoce 
UArittQroup 
Napobun Smith 
1R50 Bald #11—53713 



MonortionlA 

Mencmonlfi Area Commodorn 

U^i^rii Cp. 

Mike WiUianu 

610 lah St.— H7Z6 
Milvvfluka* 

MACE 

J<^nPoe1inan 

6332 W HailJtobn St —83219 

Racina 
C.U.SSH 
Tim Tt.arEimQl 
3614 Sflvarlan Dr.— 53406 

WVOlttHG 

Choyeimo 

Chtiywrtna Ajbbo. ol 
C^mp. EnthiunAAta 
WjIUam Hdldnn 
506 WiUiama SI. #260—83)07 
Lander 
ZYMEC Users Group 
'nmSuunft 
Hte 63, BtJX 357 
11 Birchliokl Ln— 82B20 



CANADA 

BtiltavlUa 

Bad^n Compuutr Ctiib 

BenBtash 

P.O. Box 121»— OFPO S0S6— 

K0K3R0 

07229-3791 
Faigus 

CWDHS Users Oioup 

Jeny Rogarton 

1M Bolaydo Si Fjiw— NIM IY7 



Hamiltoa 
■raACX64 

Wayne Clwipman 

491 Kenilvjpitti Ave, N. — 

H4H4T6 

Kimbcilay 

Kooienay ComputAr Ctufa 

TomLano 

348 AiriiibaW St —VIA 1M9 
Montreal 

C64 Uset£ Group ol Montreal 

Robert Adjai 

SiiowUon P.O Bflx 792— 

H3X3X9 
St. Cstbertnw 

NiRsara Coimnixlora 

Uoors Group 

Ian Kerry 

44Qneenston St Unit 12 — 

UB2Y9 
Sloney Creek 

Ea^dale CommodoTB 

Ueets Group 

H W. Harassn 

275UncolnRd,-i:^lZ4 
Toionto 

Totonlo PET Uwmi Oioup 

Chris Bcil>bo[t 

1912A Avenue Pd Suite 1— 

MB.M 4A1 
VictcsiaviJla 

CP. 884 

Mictiaal I^ganieie 

— G6P8Y1 



Moxioo City D F- 
Ctub HeiiB+Tnc C64 
Alalti Bojmal 
Vicente Sunta* 2&— 06140 



THE 

COMMODORE 

CUSTOMER 

SUPPORT 

HOTLINE 

HAS A 
NEW NUMBER! 
215-436-4200 

Be sure to make a 
note of it. 



Where IS that magazine article? 

FIND IT using the Commodore lnclexJ985 

GOOD NEWS: The COMMODORE INDEX 1985 is now avail- 
able for the first time! The COMMODORE INDEX 4985 covers 
oil articles pubiished in 1985 In COMMODORE MICRO- 
COMPUTERS and COMMODORE POWER/PLAY. Each entry 
lists Article Title, Author, Issue Date, Page, Applicable Com- 
puters, and Article Topics This Index is arranged alphobeti- 
caiiy by over 100 different topics It's so easy to find the 
information you need! 
THE COMMODORE INDEX 1985 ONLY $4.75 ORDER YOUR COPY TODAY! 

ALSO AVAIIABIE: The COMMODORE INDEX 1965 DISK. A 1541-compatible disk with se- 
quential files listing all the articles published in 1985 in COMMODORE MICROCOMPUTERS 
and COMMODORE POWER/PIAY. Search these (lies using the Search or Hunt features at 
any word processor which uses sequential filei Or, use the SEARCH MASTER program, 
included on the disk Complete instructions are included 
THE COMMODORE INDEX 1985 DISK ONLY $875 INCLUDES SEARCH MASTER 




Please send: 



Send check or money order 

to: 

MASTER SOFTWARE 

6HILLERYC0URT 

RANDALLSTOWN, MD 21133 



copies of the COMMODORE INDEX 1985 at 

$4.75 each 
copies of the COMMODORE INDEX 1985 DISK 

at $8.75 each 
sets^ each consisting of 1 1NDEX and 1 DISK at 

$12.00 per set 
ADD $125 for shipping and handling U,S,and Canada 

$3.50 foreign 

fMRYLAND RESIDENTS ADD 5% SALES TAX 
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HOW TO ENTER PROGRAMS 



A. tic programs which xippcar in this 
ni:ij;:iziiic have Ixcn run, H.-sifd and 
clifckcci for bugs and errors. After a 
program is tested, it is printed on a 
letter quality printer with some Cor- 
matting ehanges. Tliis hsting is then 
photographed direetly and printed in 
the magazine. Dsing this method en- 
sures the most err or -free program 
listings possible. 

Vi'henever yon see a word inside 
brackets, such as [DOWN], the word 
represents a keystroke or scries of 
keystrokes on the keyboard. The 
word [DOWN I would be entered by 
pressing the cursor-down key. If mul- 
tiple keystrokes are reqnired, the 
number will direetly follow the word. 
For example, [DOWN-i] would mean 
to press the cursor-down key four 
times, [f there are multiple words 
within one set of brackets, enter the 
keystrokes directly after one another. 
Fo'r example, ['DOWN,KI(iin'2 [ 
would mean to press the cursor-down 
key once and then the cursor-riglit 
key twice. Note: Do not enter the 
ctmimas. 

In addition to these graphic sym- 
bols, the keyboard graphics are all 
represented by a word and a letter. 
'Ilie word is either SUFI' or CMD and 
represents the SI lll'l' key or the Com- 
modore key. The letter is one of the 
letters i>n the keyboard. The combi- 
nation [SHIFT E] would be entered by 
holding down the SHIFT key and 
pressing the I'., A number following 
the letter tells yon how many times to 
type the letter. For example, [SMI'T' 
A'i,c:.MD U3| would mean to hold the 
Sllll'r key and press the A four times, 
then hold down the Commodore key 
and press the B three times. 

'Ilie following chart iclls yon the 
keys to press for any word or words 
inside of brackets. Refer to this chart 
whenever you aren't sure what keys 
to press. The little graphic next to the 
keystrokes shows you what you will 
sec on the screen. 

Syntax Error 

'lliis is by far the most common 
error enctmntered while entering a 
program. Usually (sorry folks) this 
means that you have typed something 
incorrectly on the line the syntitx er- 
ror refers to. If you get the message 
"?Synt:ix Error Break In Line 270," 
type LIST 270 and press RiiTLIRN. 



Tliis will list line 270 to the screen. 
Look for any non-obvious mistiikes 
like a zero in place of an O or vice- 
versa, <;heck for semicolons and co- 
lons reversed and extra or missing 
parentheses. ,\11 of these things will 
cause a syntax error. 

'Hiere is only one time a syntax 
error will tell you the wrong line to 
look at. If the line the syntax error 
refers to has a function call (e.g., FN 
A( 3 )), the syntiLx error may he in the 
line that defines the function, rather 
than the line named in the error mes- 
sage. Look for a line near the begin- 
ning of the program ( usually ) that has 
DF;|' I-N A(X) in it with an ec[uation 
following it. Look for a typo in the 
equation part of this dettnition. 

Illegal Quantity Error 

'Iliis is another common error mes- 
sage. This can also he caused by a 
typing error, but it is a little harder to 
find. Once again, list the line number 
that the error message refers to. 
lliere is probably a poke statement 
on this line. If there is, then the error 
is referring to what is trying to be 
poked. A number must be in the 
range of zero to 255 to be poke-able. 
For example, the statement FOKF, 
102-t,260 would produce an illegal 
tjuantity error because 260 is greater 
than 255. 

Most often, the value being poked 
is a variable (A,X... ). Tliis error is tell- 
ing you that this variable is out of 
range. If the variable is being read 
from data statements, then the prob- 

S'(H0ME|"-UNSHIFTEDCLWHOME S ' [PUBP LEI' '= CONTROL 5 
n ■•[CLEAR!- = SHirrEDCUVHOME Q ' lGREENr=C0NTE0L6 



lem is somewhere in the data siate- 
nienis. Check the data statements for 
missing commas or other typos. 

If the variable is not coming from 
data statements, then the problem 
will be a little harder to find. <;heck 
each line that contains the variable 
for typing mistakes, 

Out Of Data Error 

This error message is always relat- 
ed to the data statements in a pro- 
gram. If this error occurs, it means 
that the program has run out of data 
items before it was supposed to. It is 
usually caused by a problem ()r typo 
in the data statements. Check first to 
see if you have left out a whole line of 
data. Next, check for missing commas 
between numbers. Reading data from 
a page of a magazine can be a strain 
on the brain, so use a ruler or a piece 
of paper or anything else to help you 
keep track of where you are as you 
enter the data. 

Other Problems 

It is important to remember that 
the 6i and the PFT/CBM computers 
will only accept a line up to 80 char- 
acters long, 'llie VIC 20 will accept a 
line up to 88 characters lung and the 
128 a line up to 160 characters long. 
Sometimes you will fmd a line in a 
program that runs over this number 
of characters. This is not a mistake in 
the listing. Sometimes programmers 
get .so carried away crunching pro- 
grams that they use abbreviated com- 
luands to get more than the standard 
number of characters on one line. 



H ■■IBLUEl" -CONTROL? 

R -lYELLOWl-sCOOTBOLa 
n ■■lORANOEl" = COMMODORE ! 

U -IBROVrai- . COMMODORE 2 
n-|L RED|-=C0MM0D0RE3 

R"lGRAYir' = C0MM0D0RE4 
§ '-[GRAVZI" =^ COMMODORE 5 

Il'lL GREEN]- = COMMODORE 6 
n '11. BLUE]- = COMMODORE 7 

Fl ;oRAir31- -COMMODORE 8 

GRAPHIC SYMBOLS WILL BE REPRESENTED AS ElTf^.R THE LETTERS 
SHFT (SHIFT) AND A KEY ("ISHFT CSHFT J.SHFT D.SHFT S]") OR THE 
LETTERS CMDR (COMMODORE) AND A KEY (■[CMDR O.CMDR 
G.COMDR Y,CMDR H)")- if a SYMBOL IS REPEATED, THE NUMBER OF 
REPITITIONS WILL BE DIRECTLY AFTER THE KEY AND BEFORE THE 
COMMA ("[SPACES, SHFT 34. CMDR M2|"), 



01 ItJOWNI'^ CURSOR DOWN 
n -IUP|- -CURSOR UP 

Q (RIGHTI- = CURSOR RIGHT 
n -[LEFTr -CURSOR LEFT 

[^ jRVS]" -CONTROL 9 

I ■■|RVOFF|- = CONTROL0 

ffl -:9LACKr ' = CONTROL 1 
[| ■■lWHrrEi- = CONTROL 2 

H --RED]- = CONTROL 3 
ri ICYANI- -CONTROL 4 



g^F2r = P2 
g ■iF4r' = F4 

[J IFSr-FS 
fij TB|--F6 
||-[F7r- = F7 

ri ■■|F81- = FB 

^ -[POUND]- = ENGLISH 
POUND 
y 1SHFT"]- =PISYMiSOL 

ffl "IT" -UP ARROW 
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You can enter these lines by abbrevi- 
ating the commands when you enter 
the line. 'Hie abbreviations for BASICS 
commands are in your user guide. 

If you type a line that is longer than 
the acceptable number of cliuracters, 
the computer will act as if evcr\'ihing 
is ok, until you press RETURN. Then, 
a syntax error will be displayed 
(without a line number). Many people 
write th;it the computer gives them a 
syntax error when they type the line, 
or that the computer refuses to ac- 
cept a line. Both of these problems 
are results of t>'ping a line that has too 
many characters. 

The Program Won't Run!! 

Tliis is die hardest of problems to 
resolve; no error message is dis- 
played, but the program just doesn't 
nm. Tliis can be caused by many 
small mistakes typing a program in. 
First check that the program was 
written for the computer yon are us- 
ing. Check to see if you have left out 
any lines of the program. Check each 



line of the program for typos or miss- 
ing parts. Finally, press the lU IN/STOP 
key while the program is "running." 
Write down the line I he program 
broke at and try to follow the pro- 
gram backwards from this point, look- 
ing for problems. 

If All Else FaUs 

You've come to the end of your 

rope. You can't get the program to 
run and you can't find any errors in 
your typing. What do you do? As al- 
ways, we suggest that you tr}' a local 
user group for help. In a group of 
even just a dozen members, someone 
is bound to have typed in the same 
program. 'Ilie user grtmp may also 
have the program on a libran' disk 
and be willing to make a copy for you. 
For S9.95 per issue, you can also get 
all the BASIC programs in each issue, 
as well, from Loadstar, P.O. Bt)x 
30007, Shreveport, lA 7 1 1 30-0007. 

If you do get a working copy, be 
sure to compare it to your own ver- 
sion so that you can learn from your 



errors and increase your understand- 
ing of progranuiiing. 

If you live in the coimtry, don't 
have a local user group, or you simply 
can't get any help, write to us. If you 
do write to us, include the following 
information about the program you 
are having problems with; 
llie name of tlie program 
'Ilie issue of the magazine it was in 
Tile computer you are using 
Any error messages and the line 

numbers 
Anything displayed on the screen 
A printout of your listing (if 

possible ) 
All of diis information is helpful in 
ans"wering your questions about why 
a program doesn't work. A letter that 
simply states "1 get an error in line 
250 whenever 1 run the program" 
doesn't give us much to go on. Send 
your questions to: 

Commodore Magazines 

1200 Wilson Drive 
Westchester, PA I9.A80 
ATl'N: Program Problem Q 



HOW TO USE THE MAGAZINE ENTRY PROGRAMS 



J. he Magazine l;ntry Programs on 
the next pages are two BASIC; ma- 
chine language programs that will as- 
sist you in entering the programs in 
this magazine correctly. There are 
versions for both the t^ommodore 6'i 
and the Commodore 128. Once the 
program is in place, it works its magic 
without you having to do anything 
else. The program will not let you 
enter a line if there is a t)-ping mistake 
on it, and better yet, it identifies the 
kind of error for you. 

Getting Started 

Type in the Magazine F.ntr>' Pro- 
gram carefully and save it as >'ou go 
along (just in case). Once the whole 
program is tv'pcd in, save it again on 
tape or disk. Now RUN the progr;mi. 
The word POKING will appear on the 
top of the screen with a nimiber The 
number will increment from iyiS2 
up to 49900 (4864-5545 on the 12H) 
and just lets you know that the pro- 
gram is running. If everj'thing is ok, 
the program will finish running and 
say DONK. Then t>pe NEW. If there is 
a problem with the data statements, 



the pnjgram will tell you where to 
find the problem. Otherwise the pro- 
gram will say "mistake in data state- 
ments." Check to ,see if commas are 
missing, or if you have used periods 
instead of commas. Also check the 
individual data items. 

Once the program h:LS run, it is in 
memon^ ready to go. To activate the 
program type ,S"VS49152 (SYS4H64 <m 
die 128). and press RETURN. You are 
now ready to enter the programs 
from the magazine. To disable the En- 
tr>' Program, just type KILL ( RETLiRN ) 
on the 64 or SYS>i867 on the 128, 

'Hie checksums for each line are 
the same for both the 64 and 1 28, so 
)'ou can enter your 64 programs on 
the 128 if you'd like. 

Typing the Programs 

All die HA.SIC program listings in 
this magazine that are for the 64 or 
128 have an apostrophe followed by 
four letters at the end of the line (e.g., 
'ACDF). If you plan to use the Maga- 
zine Entr)' Program to enter your pro- 
grams, the apostrophe and letters 
should be entered along with the 



rest of the line. 'Hiis is a checksum 
that Uie Mag:iz,ine l*ntr)' Program uses. 

Enter the line and the letters at the 
end and then press RF.'ITJRN, just as 
you normally would. 

If the line is entered correctly, a 
bell is sounded and the line is entered 
into the computer's memorj' (with- 
out the characters at the end). 

If a [iiistake was made while enter- 
ing the line, a noise is sounded and an 
error message is displayed. Read the 
error message, then press any key t(j 
eritse the message and correct the 
line. 

IMPORTANT 

If the Magazine Entrj' Program .sees 
a mistake on a line, it docs not enter 
that line into menior)-. lliis makes it 
impossible to enter a line incorrectly. 

Error Messages and 
What They Mean 

'lliere are five error messages that 
the Magazine Entry Program uses. 
Here they are. along with what they 
mean and how to llx them. 

Canthnml iwxt /xii/e 
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NO CHECKSUM: This mciins that 
you forgot to enter the apostrophe 
and the four letters at tlie end of the 
line. Move the cursor to tlic end of 
the line you just typed and enter tlie 
checksum. 

QUOTE: This means that you for- 
got (or added) a quote mark some- 
where in the line. (;heck the line in 
the magai^inc and correct the quote. 

KEYWORD: This means that you 
have either forgotten a command or 
spelled one of the BASIC keywords 
(GOTO, PIUNT. . ) incorrectly! Check 



the line in the magazine again and 
check vour spelling. 

# OF CHARACTERS: This means 
that you have either entered extra 
characters or missed some characters. 
Check the line in the magazine again. 
This error message will also occur if 
you misspell a BASIC command, but 
create another keyword in doing so. 
For example, if you misspell PlilN T as 
FRONT, the 64' sees the letter V and 
R, the bask; keyword ON and then 
the letter T. Because it sees the 
ke^Tvord ON, it thinks you've got too 



many characters, instead of a simple 
misspelling. Check spelling of BASIC 
commands if you can't find anything 
else wrong. 

UNIDENTIFIED: This means that 
you have either made a simple spell- 
ing error, you typed the wrong line 
number, or you typed the checksum 
incorrectly. Spelling errors could be 
the wrong number of spaces inside 
quotes, a variable spelled wrong, or a 
word misspelled. Check the line in 
the magazine again and correct the 
mistake. QE| 
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30 
40 
50 
60 
70 
80 
90 



100 



110 



Mil- .Manazinc Hntry E'wsnims are available on disk, along with ilie (iilicr 

pmjyains lit tliis majiazinc, for jy.95, Ti) order, comaci toadstnr at l-HOO-H.ll-K'y-i. 

10 PRIMT" [CLEAR] POKING -"; 
20 P=49152 :REM 9C000 (END AT 
49900/$C2EC) 

READ A$:IF A$="END"THEN 110 
L = ASC{MID$ [A$,2,l) ) 
H=ASC(MID$ (A$,l, 1) ) 
L=L-48:IF L>9 THEN L=L-7 
H=H-48;IF H>9 THEN H=H-7 
PRINT" [H0MEfRIGHT12] "P; 
IF H>15 OR L>15 THEN PRINT 
:PRINT"DATA ERROR IN LINE"; 
1000+INT((P-49152)/8) :STOP 
B = H*16 + L: POKE P,B:T = T-t-B:P = P + l 
:GOTO 30 

IF TO86200 THEN PRINT 
:PRINT"MISTAKE IN DATA — > CHECK 
DATA STATEMENTS" : END 
PRINT"DONE" :END 

4C, 1F,C0,00 ,00,00,00, 
00,00,00,00,00,00 , 
27, CI, 2F,C1,3F,C1, 
EA,EA,EA,4C, 54 ,C0, 
BD, 19,00,95,73 ,CA, 
5 0,6 0,.a.0,0 3,B9,00, 
04 ,C1,D0,F5,88 , 10, 
05,B9,A2,E3,99,73, 
10,F7,A9,00,8D,18, 
EF,C0,E6,7A,D0,02, 
4C,79,00,A5,9D,F0 , 
7A,C9,FF,D0,ED,A5, 
01, 00, E7, 20, 2B,C0, 
02, 20, 74, C0, 90, DC, 
4C,A9,C1,C9,30,30, 
3A, 10, 02, 38, 60, 18 , 
B1,7A,C9, 20,00,03, 
.F7,B1,7A,60,18,C8, 
F0,37,C9,22,F0,F5, 
,C3,8D,03,Cg ,AD,04 , 
00 



120 
1000 

1001 
1002 
1003 
1004 
1005 
1006 
1007 
1008 
1009 
1010 
1011 
1012 
1013 
1014 
1315 
1016 
1317 
1018 
1019 
1020 
1021 
1022 
10 2 3 
1024 



DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 
DATA 



00 
CI 
CI 

05 
F8 

D9 
A0 
88 
4C 
7B 
A5 
C9 
00 
00 
C9 
C8 
D0 
7 A 
03 
69 
18 
03 
CE 
C0 



8D,04,C0,4C,8E, 
6D,05,C0,8D,05,C0, 

EE,06,C0,EE,09,C0, 
CI, 18, 5D, 08 ,C0,8D, 
90,03, EE,07,C0,EE, 



00 
21 
4C 
A2 
10 
02 
F5 
00 
D4 
E6 
F3 
7B 
AD 
A0 
06 
60 
C8 
81 
6D 
C0 
C0 
90 
4C 
08 
0A 



1025 
1026 
1027 
1028 
1029 
1030 
1031 
1032 
10 33 
1034 
1035 
1036 
1037 
1038 
1039 
1040 
1041 
1042 
1043 
1044 
1045 
1046 
1047 
1048 
1049 
1050 
1051 
1052 
1053 
1054 
1055 
1056 
1057 
1058 
1059 
1060 
1061 
1062 
1063 
1064 
1065 
1066 
1067 
1068 
1069 



DATA 


C0 


,60 


0A 


,A8 


89 


0F 


C0, 


DATA 


FB 


,89 


10 


C0 


85 


FC 


A0, 


DATA 


A9 


rl2 


20 


,02 


,FF 


,Bl 


,FB, 


DATA 


06 


,20 


D2 


,FF 


C8 


D0 


F6, 


DATA 


EC 


,C2 


20 


,E4 


,FF 


,F0 


FB, 


DATA 


18 


rB9 


08 


,01 


20 


,02 


FF, 


DATA 


10 


rF7 


68 


,68 


A9 


00 


8D, 


DATA 


02 


,40 


74 


,A4 


4B 


49 


4C, 


DATA 


91 


,91 


0D 


,20 


20 


20 


20, 


DATA 


20 


,20 


20 


,20 


20 


20 


20, 


DATA 


20 


,20 


20 


20 


20 


20 


20, 


DATA 


0D 


51 


55 


4F 


54 


45 


00, 


DATA 


45 


59 


57 


4F 


52 


44 


00, 


DATA 


20 


4F 


46 


20 


43 


48, 


41, 


DATA 


41 


43 


54 


45 


52 


53 


00, 


DATA 


4E 


49 


44 


45 


4E 


54 


49, 


DATA 


49 


45 


44 


00, 


4E 


4F 


20, 


DATA 


48 


45 


43 


43 


53 


55 


4D, 


DATA 


C8 


Bl 


7A 


D0 


FB 


84 


FD, 


DATA 


09 


10 


03 


40 


84 


CI 


88, 


DATA 


88 


88 


88 


Bl 


7A 


C9 


27, 


DATA 


13 


A9 


00 


91 


?A 


C8, 


A2, 


DATA 


Bl 


7A 


9D 


3C 


03 


C8, 


E8, 


DATA 


04 


D0 


F5 


60, 


A9 


04 


40, 


DATA 


C0 


A0 


00 


B9 


00 


02 


99, 


DATA 


03 


F0 


F0 


08 


00 


F5, 


A0, 


DATA 


B9 


40 


03 


F0 


E6 


99, 


00, 


DATA 


08 


D0 


F5 


20, 


96 


CI, 


40, 


DATA 


02 


A0 


09 


A9, 


00 


99, 


03, 


DATA 


80 


3C 


03 


88, 


10 


F7 


A9, 


DATA 


85 


02 


A0 


00, 


20 


58, 


01, 


DATA 


89, 


CI 


20 


ED, 


CI 


E6, 


7A, 


DATA 


7B 


20 


70 


A5 


A0 


00, 


20, 


DATA 


00 


F0 


D0 


24 


02 


F0, 


06, 


DATA 


A8 


C0 


40 


CE, 


01 


09, 


22, 


DATA 


06 


20 


80 


00, 


40 


CE, 


01, 


DATA 


BA 


00 


40 


CE, 


01, 


A0, 


00, 


DATA 


00 


02 


20 


74, 


00 


C8, 


90, 


DATA 


18, 


6D 


07, 


C0, 


8D, 


07, 


00, 


DATA 


EF 


CI 


88, 


A2, 


00 


B9, 


00, 


DATA 


9D 


00 


02, 


F0, 


04, 


E8, 


08, 


DATA 


F4 


60 


18 


AD, 


09 


C0, 


69, 


DATA 


8D 


09 


C0 


38, 


AD, 


0A, 


C0, 


DATA 


19 


90 


06 


8D 


0A 


C0 


40, 


DATA 


02, 


AO 


0A, 


00, 


69 


41, 


80, 



85 
00 
F0 
20 
A0 
88 
00 
40 
20 
20 
91 
4B 
23 
52 
55 
46 
43 
00 
C0 
88 
D0 
00 
E0 
OA 
40 
00 
02 
12 
C0 
30 
20 
E6 
80 
40 
00 
20 
B9 
0A 
40 
02 
00 
41 
E9 
10 
0A 
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1070 


DATA 


C0,AD,03,C0,6D,05,C0,48 


1082 


DATA 


CD,3E,0 3,D0,0E,AD,0O,C0 


1071 


DATA 


AD,0 4,C0,6D,06,C0,8D,0G 


1083 


DATA 


CD, 3F, 03, 00, 06, 20, CC, 02 


1072 


DATA 


C0,6S,6D,08,C0,8D,0B,C0 


1084 


DATA 


40, 48, 00, 98, 48, 68, 40, CA 


1073 


DATA 


AD,0C,C0,6D,0 7,C0,8D,0C 


1085 


DATA 


O0,A9,20,8D,00,O4,8D,01 


1074 


DATA 


C0,38,E9,19,90,06,8D,0C 


1086 


DATA 


D4,A9,09,8D,05,O4,A9,0F 


1075 


DATA 


C0,4C,52,C2,AD,0C,C0,69 


1087 


DATA 


8D,18,D4,60,20,A9,C2,A9 


1076 


DATA 


41,8D,0C,C0,AD,0B,C0,E9 


1088 


DATA 


81,20,DF,C2,A9,80,20,DF 


1077 


DATA 


19,90,06,8D,0B,C0,4C,67 


1089 


DATA 


C2,4C,D9,C2,20,A9,C2,Ay 


1078 


DATA 


02, AD, 0B,C13, 69,41,80, 08 


1090 


DATA 


11,20,DF,C2,A9,10,20,DF 


1079 


DATA 


C0,A0,01,AD,09,C0,CD,3C 


1091 


DATA 


02, A9, 00, 80,04,04, 60, 80 


1080 


DATA 


03,D0,2 0,C8,AD,0A,C0,CD 


1092 


DATA 


04, 04, A2, 70, A0, 30,88,00 


1081 


DATA 


3D,0 3,D0,17,C8,AD,0B,C0 


1093 


DATA 


FD,OA,D0,FA,60,END END 


MAGAZ NE ENTRY PROGRAM- 


-128 




5 TRAP 200 


1036 


DATA 


43, 54, 45, 52, 53, 00, 55, 4E 


10 PRINT" 


[CLEAR] POKING -"; 


1037 


DATA 


49, 44, 45, 4E 


,54,49,46,49 


20 P 


= 4864 


:REM $1300 (END AT 


1038 


DATA 


45, 44, 00, 4E 


,4F,20,43,48 


554S/$15A9) 


1039 


DATA 


45,43,48,53 


p55,4D,00,C8 


30 READ A$:IF A$s"END"THEN 110 


1040 


DATA 


81, 30, 00, PB 


,00,09,10,03 


80 PRINT" 


[H0ME,RIGHT12] "P; 


1041 


DATA 


4C,69, 14,88 


f oB f oo t Bo f oo 


100 


B=DEC(A$) :POKE P ,B : T=T+B: P=P+1 


1042 


DATA 


81,30,09,27 


,D0, 13,A9,00 




:GOTO 


30 


1043 


DATA 


91, 30,C8,A2 


,00,B1,3D,9D 


110 


IF T059314 THEN PRINT 


1044 


OATA 


00,0B,C8,E8 


,E0,04 ,D0,F5 




:PRINT"MISTAKE IN DATA --> CHECK 


1045 


DATA 


60,40,50,15 


,40, 05, 14, A0 




DATA 


STATEMENTS" : END 


1046 


DATA 


09, A9, 00, 99 


,06,13,80,00 


120 


PRINT 


'DONE":END 


1047 


DATA 


0B,88, 10, F7 


,A9,80,35,FD 


200 


PRINT 


:PRINT"DATA ERROR IN LINE"; 


1048 


DATA 


A0,00,20,3F 


,14 ,20,AE,14 




1000 + 


INT( (P-4864>/8) :END 


1049 


DATA 


20,00,43,84 


,FA,A0,FF,20 


1000 


DATA 


4C,1E,13,4C,3A,13,00,00 


1050 


DATA 


67, 13, F0, 08 


,24 ,FD,F0,06 


1001 


DATA 


8E, 00, F7, 00, 42, 41, 51, 57 


1051 


OATA 


20, 8F, 13, 40 


,8F,14,C9,22 


1002 


DATA 


0D,00,0D,4 3,0 8,14,0E, 14 


1052 


DATA 


00,06,20,74 


,13, 40, 8F, 14 


1003 


DATA 


16, 14, 26, 14, 33, 14, A9, 00 


1053 


DATA 


20, 9F, 13, 40 


,8F,14,A0,00 


1004 


DATA 


80, 00, FF, AD, 04, 03,80,12 


1054 


DATA 


89,00,02,20 


,58,13,08,90 


1005 


DATA 


13, AD, 05, 03, 80, 13, 13, A2 


1055 


OATA 


0A,18,6D,0A 


,13, 80, 0A, 13 


1006 


DATA 


4A,A0,13,8E,04,03,8C,05 


1056 


OATA 


4C, 80,14,88 


,60, 18, AO, 00 


1007 


DATA 


03, 60, AD, 12, 13,80,04,03 


1057 


OATA 


13,69,41,80 


00, 13, 38, AD 


1008 


DATA 


AD, 13, 13, 80, 05, 03, 60, 6C 


1058 


DATA 


00, 13, E9, 19 


,90,06,80,00 


1009 


DATA 


12,13,A5,7F,D0,F9,AD,00 


1059 


DATA 


13, 40, OF, 14 


,AO,0D,13,69 


1010 


DATA 


02,20,58, 13, 90, F1,A0, 00 


1060 


DATA 


41,80,00,13 


AD, 06, 13, 60 


1011 


DATA 


40, 6F, 14, C9, 3 0,30,0 6,09 


1061 


DATA 


08, 13, 48, AD, 


07,13,60,09 


1012 


DATA 


3A, 10, 02, 38, 60, 18, 60, 08 


1062 


OATA 


13, 80, 0F, 13 


68,60,08,13 


1013 


DATA 


81,30,09,20,00,03,08,00 


1063 


DATA 


80, 0E, 13, AD, 


0F,13,6O,0A 


1014 


DATA 


F7,B1, 30,60,18,08,81, 3D 


1064 


OATA 


13, 80, 0F, 13 


38, E9, 19, 90 


1015 


DATA 


F0,35,C9,22,F0,F5,6D,06 


1065 


DATA 


06,8D,0F,13 


40, 05, 15, AD 


1016 


DATA 


13, 80, 06, 13, AD, 07, 13, 69 


1066 


DATA 


0F, 13, 69, 41 


8D,0F,13,AO 


1017 


DATA 


00,80,07,13,40,75,13,18 


1067 


DATA 


0E,13,E9,19, 


90,06,8D,0E 


1013 


DATA 


60,08,13,80,08,13,90,03 


1068 


DATA 


13, 40, lA, 15 


AD, 0E, 13, 69 


1019 


DATA 


EE,09,13,EE,0C,13,60,18 


1069 


DATA 


41,8D,0E,13 


A0, 01, AD, 00 


1020 


DATA 


60, 0B, 13, 8D, 08,13,90,03 


1070 


DATA 


13,00,00,08, 


00, 20, 08, AO 


1021 


DATA 


EE,0A,13,EE,0D,13,60,0A 


1071 


DATA 


00,13,00,01 


0B, 00,17,08 


1022 


DATA 


A8,B9,14,13,85,FB,B9,15 


1072 


DATA 


AO,0E,13,CD, 


02,0B,O0,0E 


1023 


DATA 


13,8 5,FO,A0,0 0,8C,0 0,FF 


1073 


DATA 


AO,0F,13,OD, 


03,0B,D0,06 


1024 


DATA 


A9,12,20,D2,FF,B1,FB,F0 


1074 


DATA 


20,89, 15, A4, 


FA, 60, 98, 48 


1025 


DATA 


06,20,D2,FF,C8,D0,F6,20 


1075 


OATA 


68, 40, AF, 13, 


A9,04,4O,AF 


1026 


DATA 


79,15,20,A3,15,20,E4,FF 


1076 


DATA 


13,A9,00,8D, 


00,FF,A9,20 


1027 


DATA 


F0,FB,A0,1B,B9,EF,13,20 


1077 


DATA 


8D, 00,04,80, 


01,D4,A9,09 


1028 


DATA 


D2,FF,88,10,F7,6B,68,A9 


1078 


OATA 


8D,05,D4,A9, 


0F, 80,13,04 


1029 


DATA 


00, 8D, 00, 02,40,87,40,91 


1079 


OATA 


60,20,61,15, 


A9, 81, 20, 90 


1030 


DATA 


91,00,20,20,20,20,20,20 


1080 


DATA 


15, A9, 80, 20, 


90,15,40,96 


1031 


DATA 


20,20,20,20,20,20,20,20 


1081 


DATA 


15,20,61,15, 


A9, 11, 20, 90 


1032 


DATA 


20,20,20,20,20,20,91,00 


1082 


OATA 


15, A9, 10, 20, 


90, 15, A9, 00 


1033 


DATA 


51, 55, 4F, 54, 45, 00,48,45 


1083 


DATA 


30,04,04,60, 


80, 04, 04, A2 


1034 


DATA 


59, 57, 4F, 52, 44, 00, 23, 20 


1084 


DATA 


70, A0, 00, 88, 


D0,FO,OA,D0 


103 5 


DATA 


4F, 46, 20, 43, 48, 41, 52, 41 


1085 


OATA 


FA, 60, END (tHn'i 
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FIGHT niGHT 



ConthuiedfroDi pg. 49 
flatfootcd :ind slugging ;ivva>'. Begin- 
ners should remember lo uhvays step 
into a puneh for maximum storing. 
Footwork is very' imporiani to win 
the giinie. 

Joystick action and scoring are a 
matter of timing, controlled througli a 
scries of "pulses." A typical punch 
consists of four pulses: punch selec- 
tion, wind up, execution and follow 
through, This is sliortenetl hy faking a 
punch and following with tlie real 
thing, eliminating the wind up. The 
number of points awarded for each 
blow depends on your opponent's re- 
sistance and the tinting of your swing. 
Each time you are hit, you are penal- 
ized up to three pulses, during which 
time you cannot throw a punch. Con- 
fusing at first, it becomes second na- 
ture with practice. Other options al- 
low sparring of created boxers to 
observe how they perform. If you no- 
tice a problem with y()ur fighter, re- 
turn to the construction screen for 
modifications. 

Tournament play is perhaps the 
most exciting aspect of right Nigfjl. 
Here you and another player assume 
the role of fight promoters, matching 
your best figliters in a small round- 
robin competition. These head- to - 
head fights bring out the true passion 
and intensity of boxing. 

Tliere are three rounds in a match, 
each lasting three mintUes, whether 
you choose the Boxing, Sparring or 
Tournament modes of play. The box- 
ing ring itself is very well drawn. 
Above the ring are several panels 
showing the clock, round niuiiber, 
each boxer's name, picture, score and 
K.O. bar. Hach time you land a blow, 
your score goes up and the K.O. bar 
increases. Knt:>cking out your oppo- 
nent or winning by decision brings 
cheers from the crowd. 

'lliere are only a few items 1 feel are 
missing from this otherwise excellent 
sports game. An adjustable computer 
skill level for the Boxing event would 
be nice, because, as with most soli- 
taire sports games, it loses some ap- 
peal after it is mastered. 

On the whole, this is an impressive 
boxing simulation that doesn't take 
itself too seriously. 'Ilie object is to 
have fun, after all. It is this rare com- 
bination of exciting action and dark 
humor that makes Fight Night some- 
thing special. Q 



Cunt inued from pi>. .i6 
computer against computer. The 
computer-against-computer option 
gives you a chance to study the game 
without having to enter commands. 
Novice players will welcome tliis op- 
tion. 

'ITie keyboard is used to issue battle 
orders. To move a unit, you must 
press one of the number keys. For 
instance, pressing "1" moves the unit 
north, "2" northeast, "3" souUieast, 
"4" south, and so on. This odd com- 
mand selection results in frequently 
misdirected battle orders. But since 
Strategic Simulations uses similar 
command keys in almost all their 
games, you might as well learn them 
now. However, the game does oiler 
an option which allows a quick and 
cLLsy way to jump to any of tlie battle- 
field's 12 sectors or quickly scroll the 
map. 

Tlie game comes with a ]>Iayer's 
manual fbr Cii'niuniy I9S5 and a sup- 
plementary rule lK)ok for i\'orirciv 
1985. So before you can learn A'or- 
ivay 1985 's giune rules, you must first 
learn the rules of a previous game, 
(Germany 198y. Then, using the 
eiglit-page supplement, make changes 
where they are appropriate. This is a 
nuisance. "Hiose familiar with (ier- 
tiititiy 1985 won't mind this substi- 
tute for a manual, but others may 
throw up their hands in frustration. 

The game itself is well designed. 
Both the graphic displays used for the 
map and military units and the game's 
sound effects are what you would ex- 
pect from a good wargame. And Nor- 
tveiy {9H5's response time is much 
faster than most Strategic Simula! ions 
games. Action and counter-action can 
be almost instantaneous. W'argamers 
accustomed to the sometimes slug- 
gish combat action of other simula- 
tions will also appreciate the option 
to either speed up or even slow down 
play. 

An average game takes two to four 
hours to complete. But you don't 
have to finisli the game in a single 
sitting, since a "save uncompleted 
game" option is included. 

'Iliis game is for the seasoned war- 
gamer looking for new territory to 
conquer. If you want a real challenge 
and don't mind reading vn-o manuals 
to play one game. Nortvay 1985 offers 
hours of mind-expanding strategy 
simulation. Q 



Dnm BUSTERS 



Contiiiiwilfnim pg. Ji 

There is a lot going on here — 
enough that experienced gamers will 
doubt it can all happen in a 6-i with- 
out shortcuts. 'Iliey are correct, yet 
this is a case where ]5rogramming 
shortcuts help the game rather than 
hinder it. 

Your first view of the flight deck 
may .seem disappointing. There are 
only four instruments on the panel, 
and you know any aircraft must have 
more. Yet these are the only four nec- 
essary to the mission. The view out 
the vvindscrcen shows no detail, only 
a few points of light. Yet, as you move 
the joystick right or left, the airplane 
banks smoothly. If the programmers 
bad opted for more ground detail, the 
process of redrawing with every 
movement of the aircraft would have 
slowed the game considerably. "V'ou'll 
find other stations in the Lancaster 
bomber drawn just as sparsely, and 
for ilie same reasons — rather than re- 
creating detail, they have recreated 
action. 

Make no mistake about it. The Dam 
Busters is not a dry historical simula- 
tion, it is an action game all the way, 
not at the expense of history', but at 
the expense of a few knobs and 
gauges. 

'llie documentation of The Dam 
Busters is clear and concise. An ap- 
pendbc offers facsimiles of a message 
from Sir Winston Churchill, as well as 
a report by Wing C^ommander Gibson 
and notes on German defenses and 
.specifications of the Lancaster bomb- 
er. 1 understand that the game, li- 
ecTLsed from Sydney Development of 
Canada and distributed by Accolade, 
has received certification from the 
HAi' — certainly a distinction not giv- 
en lightly. 

Graphics and sound are both excel- 
lent, game play is sulhcieiu to tax all 
your arcade skills, and the strategic 
and physical aspects of the bombing 
mission itself will deliglit those of us 
who like to think about the games we 
play. 

1 can think of no other computer 
program that recreates history so 
well, or that reminds us of the hero- 
ism of men of only a generation ago. If 
gamers are fortunate. The Dam Bust- 
ers will also be a guide to program- 
mers in search of new themes and of 
new ways of .stretching the limits of 
the home computer. Q 
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nOUEIITURG RORD 



HYSIIAYADDAMS 



The British are 
Questing! The 
British are 
Questing! 

News and opinion 
from a leading expert 
in the fantasy realms 
knoum as adventure 
games 

W ell, the British arc back thanks to 
Mintlscape, who have imported a pair 
of Hngland's most popular adventures, 
Lords of Mid nigh! and Shadow/ire. 
Staged in a medieval setting, Mid- 
tti^bl is an odd one. Instead of view- 
ing the game from ilie perspective of 
a single character or a group that al- 
waj'S tra^'els together, you control the 
actions of four people who may inde- 
pendently move to different loca- 
tions. Hach may recruit other charac- 
ters whose actions you can then 
orchestrate. 

The presentation resembles a 
graphic adventure, but the text ap- 
pears at the top of the screen rather 
than belo'5\', and the graphics arc low- 
resolution which don'l mix in much 
color. It can be played as a tjuest. in 
which .\1orkin must ilnd and destroy 
the Ice Ocnvn, the source of Doom- 
dark's evil power; a strategic military- 
style game, in which you seek a mili- 
tary victory; or you can do both 
.simultaneously, 'lliere are mimy ways 
to win, so it has extra replay value. If 
yoii enjoy militan,' games and ([nest- 
ing, you might like Midnight. 

1 had more fun with S/Mulottfire, a 
science fiction role-playing game that 
also lets you send your characters, six 
comic book-st>'lc superheros, to dif- 
ferent parts of a maze rather than 
forcing you to keep them together. 
Depicted from an aerial view, this 
maze is composed of the corridors 
and rooms of an alien ship, Merc you 
must rescue a kidnapped ambassador, 
capture the enemy captain, and blow- 
up his ship. Tlie icon-ba.sed interface 






C'^J 



1^ 




f.i V 



1. 








is more streamlined and easier to 

work with th:m the one in H;uitam's 
fourth Protocol, and it accepts input 
from the keyboard, joystick, track- 
ball — and even a light pen. 

Action abounds as you guide your 
crew around the ship to blast aliens 
and robots, pick up laser ritles and 
other objects that are represented by 
smaller icons, and figure t)ut how to 
opcnite the futuristic tools. All the 
goals must be accomplished within 
140 minutes, and an on-screen digital 
clock displays a running coimtdown. 
With liigh-rest)lution gniphics, Shci- 
doivfirv is the better-looking of the 
pair. Unlike Midnigijl, it has some 
soLuul effects and music. .Since reUi- 
lively few people in England own tlisk 
drives, the programmer designed 
both games to load entirely into iLWl 
so there's tio disk dccess at all. 

Back in tlie USA 

Of course you still can't beat good 
old American know-how. Strategic 
Simulations just demonstrated that 
with Rnigs of Zi If in, a one-character 
role-playing quest for a pair of magic 
rings and a hidden treasure. I know, 
the plot sounds familiar — but the pre- 
sentation is completely new. .Most 
RPti's are depicted from an aerial 
view (PhtinUisieJ or a 3D perspecii\'e 
(Hard's Tale). Here you see an aerial 
view of the land, but you don't guide 
your orc-slaycr around it. lnsie;id, you 
type in ihe direction you want lo 
mo\'e, and the map vanishes as you 
watch an animated character who 
walks across the landscape in a scene 
sho\^-n from u si tie \ie«-. Along the 
w;iy he can stop to pick up any of the 
eiglit t)pes of local plants. Rach has a 



different effect: some restore attri- 
butes like endurance, others prove 
advantageous in combat. Goblins and 
other monsters might attack with 
swords. Winged monstrosities fly 
overhead and must be shot down 
with arrows (as in the old shoot-'em 
up Threshold), [loth kinds of action 
sequences are well-animated and re- 
inforced with lively sound efilects. 

When you re;ich ;i tt)wn, it is shown 
with a full-screen illustration like 
those seen in graphic adventures such 
as Transylvania. Your character 
walks in, then a menu asks which 
building you wish to enter. The main 
picture remains on-screen while a 
window opens in the top right corner 
to show the interior of the store, tem- 
ple or tavern as he strides inside. An- 
other novelty: You can buy goods 
such as silk or toys and sell them for a 
prtjfit in other towns. ('Irading :ls a 
means of making money has formerly 
been possible only in science fiction 
RPG's. ) Leave town and yoti see the 
map again and are prompted to make 
your next move. 

With its unprecedented emphasis 
on acticm and .such revolutionary 
meibtjds of fanta.sy rolc-playing. Rings 
of Zilfiti is the most original game 
design I've seen in years. (Strategic 
Simulations also recently released 
Wizard's Crown, and Avalon Hill's 
new title in this fickl is Dark Horn. ) 

Datasoft's Altvrnate Reality is a 
one-character role-playing game thiit 
is the first of a seven-p;irt interlocking 
.series. This one is set in the City, a 
medieval town where you've been 
dumped after being kidnapped by an 
alien spaceship. 'Hie City teems with 

C'diitimiccl nil fi};. I~2 
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FOR FREE 
^FORMATION 
=ROM OUR 
ADVERTISERS 

We're remorcd the reader sen 'ice 
niunbers from our ads, but you 
can still gel free information 
about our advertisers' products 
and services 

Simply turn to the Advertisers' 

Index on the last page of this 
magazine. /Ve.vt to each 
advertisers' name is their reader 
sendee number Circle the 
appropriate numbers on the 
Header Response Card in this 
issue, detach t/je card, affix 
postage and mail 

Be sure to use the Advertisers' 
Index and the Reader Response 
Card in this issue to get free 
information about our 
advertisers' products and 
services. 



NOW USE BOTH SIDES 

Of YOUR DISKETTE! 

DISKETTE 

HOLE 
PUNCH 

WITH HOLE GUIDE 

and EDGE GUIDE 




PUNCH OUT IS ALWAYS 

IN THE RIGHT POSITION 

ftvailable for IMMEDIATE Shipment 

only $10.00 EACH add 1 2.00 each Bhip'g 

CHECK OB MONEV ORDER 



DEALERS 
WANTED 



EIES 



QUANTITY DISCOUNTS ON 
5 OR MORE. 

COST- 4 for S200 
N.P.S. Inc. (^ 
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dragons, gremlins, wizards and other 
fiends who must he defeated with 
magic or swortlplay. 

Trouljle is, lliere's no goal to ac- 
e«)mplish lierc; all you can do is de- 
velop a character to use in sequels 
like Dungeon, which won't be out 
until Christmas. Each sequel will chal- 
lenge you to liilfiU a quest, but until 
I've seen what they're like, 1 can't 
really recommend buying this one 
solely to prepare a character for 
them. (Besides, the sequels can be 
played as stand-alones.) If ytm'rc look- 
ing for a secjuel to play riglit now, try 
Telengurd II from Avalon Hill or SSI's 
Phantasie II. 

For those who prefer to grapple 
with logical puzzles instead of ores 
and dragons, the latest crop of text 
and graphic adventures, each avail- 
able for the Amiga as well as the (vi 
and 128, holds something for all skill 
levels. Tlie best- looking graphic game 
I've seen is Activision's Horrowed 
Time, which casts you as a '3t)s detec- 
ti%'e who must find the people trj'ing 
to kill him. Its conteniporan' cartoon- 
style illustrations are the finest I've 
seen from Brian Fargo, though I was 
disappointed that nearly half the 
screen was covered with a list of 
nouns and verbs you can select with a 
joystick or mouse. 'Iliis is great for 
people too lazy to tjpe, bin' why 
waste all that screen space when the 
computer artist is obviously so talent- 
ed? Tlic ]iroblems are best suited for 
first-timers and novices. ( Act i vision 
has yet to match the caliber of its first 
adventure ganie, Mindshadow. ) 

Fxperienced crime-solvers are bet- 
ter offinvestigating the latest Infocom 
:dl-text pu/zler, an intermediate-level 
detective game called Ballyhoo. In- 
stead of playing the part of a detec- 
tive, you are an ordinarj' citizen who 
gets involved in a murder that takes 
place at the circus. If you'd rather 
bhLSt off into space, Michael Berlyn's 
first adventure, the all-text Ootopos 
has been revamped as a brilliant 
graphics game and released by Pen- 
guin Software. "QiiestBusters, the Ad- 
venturers' Newsletter," is giving away 
ten copies of Oo-Sopos in a contest. 
To enter — -and get a free copy of the 
newsletter — just send the name of 
Berlyn's second adventure to Quest- 
Busters, 202 Hlgin Ct., Wayne, PA 
19087. D 
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Storage size is very important. Be- 
cause Data Manager 128 uses ex- 
pandable RI:l. files, the size of files is 
not limited hy the 128's memory. 
Each record can store up to -1,096 
characters of iiilormation spread be- 
tween 1 to 64 screen displays con- 
taining a maximum of 100 fields of no 
more than 2SS characters each. 

Best of all, Data Manager I2H is 
flexible. Information can be used for 
mailing labels and reports its well ;ls 
generating graphic representations. 
Sorts can be defined to suit individual 
needs and can include any of the 
fields contained in the base file. All 
options are activated by pull-down 
menus, so mastering this management 
program is less ditficult than those 
which require memorizing special 
keystroke commands. 

'Hie program works in ao-column 
mode only, so each screen displays 
twice the information of a (Commo- 
dore 64. You must use a monitor ca- 
pable of displaying 80 columns; a 
television won't work. Fasy-to-use 
print options make activating special 
features of your printer, like font 
choice or condensed type, a breeze. 

IJata Manager 128 has four minor 
omissions. The program's two sister 
programs, SwiftCalc IJH and "iVord 
Writer 12H. both offer on-screen help 
when the "illd.l'" key is pressed, but 
this feature is missing here. Word 
Writer 128 also includes an on-screen 
calculatoi' absent from Data Manager 
128. Another tnissing option is the 
ability to load a file directly from the 
director)' and the ability to duin]i the 
generated graphs to a printer Perhaps 
if I hadn't seen those niceties in 
Tinicu'orks other products, I 
wouldn't miss them. 

This program is impressive and 
powerliil, yet still an affordable pro- 
fessional-quality data manager which 
comes with a li6-page manual and 
tutorial. Because of the program's 
logical design and easy-to-use pull- 
dow^n menus, most owners will be 
able to use Data Manager 128 imme- 
diately. Dalei Manager 128 carries 
Timeworks' standard mone\' back 
guarantee and upgrade and exchange 
policy as well as free technical sup- 
port via an 800 telephone ccmnec- 
tion. If you are a 1 28 owner in need of 
a professional-qualit)' data manager, 
try this one. Qj 
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Continued from pg. 110 

Conclusions 

Note that the systems I've de- 
scribed arc only suggestions. For ex- 
ample, you could just as well use the 
Passport interface with the compati- 
ble version of Dr. T's Key'board Con- 
trolled Sequencer if you don't have an 
external pulse clock. Tlie important 
thing to remember is that any combi- 
nation of compatible MIDI equipment 
is capable of producing truly phe- 
nomenal music. 

However, you will find that music 
you've recorded as MIDI events will 
sound subtly different from the way 
you played it, because the system has 
done its own "quantizing" during the 
recording process. One way to fix 
this, within the limitations of the 
MIDI concept, is to move selected 
events forward or backward by a clock 
pulse or two. This is much easier to do 
with a good editor that gives visual as 
well as audio information about the 
MIDI events you've recorded. 

If you're a performing or studio 
musician with some analog multitrack 



recording experience, you may feel 
ver>' comfortable with Passport's MIDI/ 
8 Phis software. You will certainly be 
able to extend your musical capabili- 
ties far beyond what's available with 
pre-MIDI equipment. However, even 
if you can play the music you want to 
hear with a high degree of accuracy, I 
think you will eventually find yourself 
wanting a convenient and complete 
Step-time editor, because the MIDI 
standard of 24 clock pulses per quar- 
ter note is, in some contexts, prett)' 
coarse time resolution. 

iXTiether you're a musical and/or 
computer neophyte, I believe Dr. T's 
approach to MIDI music processing 
makes the most sense of any program 
I've seen for Commodore computers, 
I don't have equally strong reactions 
about the hardware in my system. 
The Six-Trak keyboard with its early 
commitment to a Commodore -com- 
patible MIDI interface and software 
was a pioneering product for 64 users 
that still deserves attention because 
of its multitimbral capabilities. How- 
ever, there arc now several competi- 
tive multitimbral kcvboards on the 



market. The Casio CZ-101 I've used in 
my own system is only one possibility. 

Both of the MIDI interfaces I've 
used work satisfactorily. Each may re- 
quire a MIDI-thru box for use with 
multiple MIDI devices. There are 
technical reasons, having to do with 
the way MIDI signals are sent, for us- 
ing MIDI-thru boxes even with sj'S- 
tems that don't actually require them. 
If you already have a non-MIDl rhythm 
synthesizer or other device that can be 
controlled with a pulse clock output, 
the Passport Designs interface is an 
obvious choice. There are several 
sources of sequencer programs for this 
interface, including Dr. T's Keyboard 
Controlled Sequencer in its Passport 
version, so you are not restricted to 
those from Passport Designs. 

The Sequential 242 interface is my 
personal choice because I like the 
flexibility of an external pulse clock 
input. If you're totally unfamiliar with 
electronic construction principles, 
the PAIA Master Synchronizer kit and 
its power supply may seem like a 
pretty forbidding project because the 
assembly instructions are minimal. Q 
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:PRINT"[SHFT J,SHFT C37,SHFT K]"'IKCT 

242 WINDOW 1,17, 37, 22,1: RETURN "COOG 263 

244 WINDOW 0,0,39,24:RETURN'CLYH 

245 GOSUB 240'BDJG 264 

246 PRINT"PREVI01JS SOUND NAMED : "N$ ' BCJN 

247 BS="N" :PRINT"PRINTER PREPARED 265 

[SPACE2J (Y/N) ?"B$:GET KEY B$ 

SPRINT U$U$:PRINT SPG ( 24 } B$ ' HTTW 266 

243 IF B$<>"Y"THEN B$="P":GOT0 196'GIIO 

249 INPUT"INPUT NAME" ;N$ ' BDMN 267 

250 RETURN 'BAQB 

251 GOSUB 245'BDOD 268 

252 IF B$<>"Y"THEN RETURN 'FCCG 

253 OPEN 1,4'BDWF 269 

254 PRINT#1,"NAME:"N$'BEXH 

255 PRINTIl," [SPACEll] VOLUME : VO"VO ' BERL 270 

256 PRINT#1,"[SPACE12]TEMP0 271 
: TE="TE'BEDM 

257 PRINTtl," [SPACE9] ENVELOPE 272 
: EN="EN'BEJO 273 

258 PRINTtl," (SPACE6) ATTACK RATE 274 
: AR="AR'BEGP 

259 PRINT#1,"[SPACE7]DECAY RATE 275 
: DR="DR'BELQ 

260 PRINT#1," [SPACE4] SUSTAIN LEVEL 

: SL="SL'BEZJ 276 

261 PRINT#1," [SPACES] RELEASE RATE 277 
: RR="RR'BEHJ 

262 PRINT#1," [SPACE9]WAVEF0RM 278 



: WF="WF'BENK 

PRINTtl," iSPACE6! PULSE WIDTH 

: PW="PW'BEIL 

PRINT#1,"[SPACE4] FILTER ON/OFF 

: FI="FI'BEXM 

IF FI=1 THEN PRINTtl," [SPACE9] 

CUTOFF FREQ ="CF'EHPP 

IF FI=1 THEN PRINTtl," [SPACES] 

LOW PASS FILTER ="LP'EHKR 

IF FI=1 THEN PRINTtl," [SPACE4] 

BAND PASS FILTER ="BP'EHES 

IF Fl=l THEN PRINTtl," [SPACE4] 

HIGH PASS FILTER ="HP'EHVT 

IF FI=1 THEN PRINTtl," [SPACEll] 

RESONANCE ="RE'EHXT 

PRINTtl , "EXAMPLE : " ' BCQG 

PRINTtl, "10 ENVELOPE "EN","AR", 

"DR" ,"SL" ,"RR" ,"WF" ,"PW'BQDN 

PRINTtl, "20 VOL "VO'BEYI 

PRINTtl, "30 TEMPO "TE'BENJ 

IF FI=1 THEN PRINTtl, "40 FILTER 

"CP; " ,"LP; ","BP;","HP; " ,"RE'ETTR 

PRINTtl, "50 PLAY";CHR$(34) ; 

"VI 04 T"EN" X"FI" < FOLLOWED BY 

SELECTED NOTES >"; CHR$ ( 34 )' DRBA 

PRINT#1:CL0SE I'CDLK 

GOSUB 244:PRINT CHR$(19) 

:RETURN'EJRO 

DATA T2,T5,T6,T4,Q'BNOO CfMlT' 
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Conlhnwd from p};. 26 
Stayed home. If you run low on storc- 
broujiht gifts, you miglit tn' giving 
away emeralds or otiicr precious min- 
erals you've found in the jimgles or 
mountains. And if all else fails, go for 
your gun and talk to them in a lan- 
guage everyone understands: Smith & 
Wesson. {But don't count on winning 
the game by saying "Make my quest!" 
to every native you meet. ) 

Trekking from North Africa to the 
Cape of Good I lope consumes a lot of 
time, and success hinges on putting 
together the clues you find in differ- 
ent places. Tliis would require exten- 
sive note-taking were it not for the 
exceptional "diary" feature. Rach 
time something important happens, a 
diarv' window opens and shows a pen 
writing notes on the event in your 
journal. Later on you can punch the 
diary icon and thumb through its 
pages to refresh your memor\'. 

And you won't e\'en \vji\'c to draw a 
map to record your findings, fijr the 
program automatically keeps charts 
of your progress. When you select the 
right icon, a windovv opens and 



shows a color map of your immediate 
location and the areas you've ex- 
plored so far. 'Ilie auto- mapping con- 
stitutes more than mere special ef- 
fects: If the game's entire map of 
Africa were drawn according to the 
same size it appears on-screen in indi- 
vidual segments, it would cover a wall 
10 by 20 feel! This pair of remarkable 
features take full advantage of the 
computer's capabilities, so you can 
concentrate on the game while the 
machine does the dirty work. And 
isn't that w^hat computers arc for? 

Another thing 1 like about this 
game is that it offers more than one 
goal. Tliough you're constantly aim- 
ing to find the tomb, you can make 
money by discovering things such as 
the source of the Nile or an unknown 
mountain. 'Ill is reinforces the game's 
sub- [heme: exploration for the sake of 
knowledge. To collect on such dis- 
cm'eries, you must report them to the 
executors of Frimm's will, wlio hang 
out in the half-dozen port cities 
around the coastline. \o\i can also 
raise ciush by selling minerals in the 



interior towns of Timbuktu or Khar- 
toum, You'll have to visit a port town 
when you want to save a game, for 
this can only be done in a port. IJp to 
ten games in progress can be saved on 
a separate disk. 

Numerous sound effects and brief 
tunes enliven the quest, which must 
be finished in five years of game time. 
'Hic program packs extra replay val- 
ue, for it conceals the tomb in a differ- 
ent location for each new game, 'llie 
manual contains plenty of clues and 
hints, and you get a big fold-out map 
of .Africa that shows the port cities as 
well as some of the major rivers and 
other terrain. 

An ever-intriguing continent of 
danger and discover)' awaits the in- 
trepid adventurist who enjoys expe- 
ditions into the unknown but has 
grow^n wean- of dimgeon-st>'le fanta- 
sies. And the authors, Dan and Bill 
Bunten, deserve a medal (the Purple 
Orb, maybe?) for their idea of reward- 
ing the player for making geographic 
discoveries instead of paying them for 
slaying eventhing that moves. Q 
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you've saved. When you reach one 
you'd like to place in a particular 
space, press the button and it's sited 
there. When the whole page is de- 
signed to your satisfaction, again save 
it to disk. 

Of course you don't have a real 
newspaper withoin a printout, so you 
really must have a compatible dot- 
matrix printer to fully appreciate this 
program. (A letter-quality printer 
won't duplicate these graphics.) Tell 
the computer what printer and inter- 
face you're using. The Mewsnxmi is 
compatible with about 34 printers, 
including Commodore, lip son, and C 
Itoh. 

Another innovative menu option is 
the ability to electronically send your 
stories to other computers using The 
Netvsroom, (1 couldn't test this op- 
tion, but it .sounds intriguing.) Tlie 
beauty of this is that if your friend has 
an IBM PC and you have a Commo- 
dore 128, your friend could use the 
IBM version of The Newsroom and 
you could use yours, but you could 
still s"wap stories and information. 



There is a lot of disk-swapping in 
this program — which is unavoidable, 
considering its comprehensive scope. 
I'or example, if you want to lay out a 
page, go to "layout" on the main 
menu, but H> access any of your files, 
you must switch to the data disk on 
which you've saved tliose files. Then 
you'll have to go back to the main 
menu if you want H) print — and again 
to the data disk to tell it what to print. 

Between the program disk, the clip 
art disk and the data disk you've 
made, you're constantly swajiping 
back and forth. And if you're not satis- 
fled with the more than 600 graphics 
offered on the clip art disk, you can 
alst) purchase an additional clip art 
disk from Springboard, bringing the 
total to four disks to swap. 

But this constraint really didn't 
bother me, because the screen con- 
tinually told me when to insert which 
disk, so 1 was never ctinfused aboiu 
what to do next. And if 1 accidentally 
tried to save on the main disk, it 
didn't let me. (lliank goodness.) 

What about the manual? Many 



computer programs are painstakingly 
designed and created, then the man- 
ual is thrown together at the last min- 
ute. Definitely not true in this case. 
Tliough you can run this program 
through trial and error because 
instructions are provided on-screen, I 
recommend that you read the manual 
to save time and fully exploit its en- 
tire range of capabilities. The manual 
also includes some valuable extras, 
such as key definitions and proofread- 
ing symbols, as well as some very 
helpful references on journalism. Tlie 
"Complete Guide to Creating a News- 
paper" section of the manual is very 
factual and informative, :md covers 
finding topics, investigative reporting, 
and strategics for getting interviews. 

Maybe the kids using The Netvs- 
room will become cub reporters and 
later on famous journalist.s — but then 
again maybe they won't. But they 
(and you) will have plenty of fun on 
the way. The Newsroom is a fascinat- 
ing and exciting learning expeiicnce, 
and <m a scale of one to ten, I'd give it 
an eleven! Q 
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Keyboard 
Cleanup 

X be instructions here for cleaning 
the keyboard cotiUicIs on yotir Com- 
modore 64 are clear and useful, htil 
netv owners please he warned: 
OPI-NlNCi YOUR COMI'UTHR WILL 
VOID YOUR WARRANTY If your war- 
ranty has already expired, you must 
still he very careful in performing 
this operation Commodore Power/ 
I'lay takes no responsilitlity for the 
results ofsut;fiery on your computer 

(^onimodurf coiripiitiH^ is lots of 
lull, but the enjoyment can he easily 
spoiled if your kcyljoard develops 
" ]■) erso nal it\' p ro b I e m s, " 

On my 64, it ;tll started witJi the "2" 
key. Sometimes the key would work, 
sometimes it wouldn't. Ihis became 
really frustrating when using quota- 
tions (shift-2) in programming. If one 
of my quotation marks did not regis- 
ter on the computer, I would find my- 
self in quote mode when 1 was not 
supposed to be, and out of cjuote 
mode when 1 wanted to be in it. Cur- 
sor movements and editing in the 
wronf^ mode created major messes in 
my programs. I was driven to do 
something drastic. .1 opened up my 
64! 1 managed to squusli the bug in 
my "2" key and, in the process, 
learned a little about the innards of 
this fine machine. 




Here art nil the tools you will nciil for Iht job. 

Cleaning the keyboard contacts on 
the 64 is a relatively simple task, 
which I would encourage anyone 
with a reasonable amount of handi- 
ness to try. The only ttiols necessar%' 
for the job are, a small Fhillips screw- 
driver, needle-nose pliers, a soldering 
iron, electrical solder, a desoldering 




We only tools 
necessary for the job 
are, a small Phillips 
screwdriver, needle- 
nose pliers, a 
soldering iron, 
electrical solder, a 
desoldering braid, 
and an pencil eraser 




Open ihf cast' unil unplug Ihe two wire 
buntllcs. 

braid, and an ordinary pencil eraser. 

Begin by disconnecting ail the ca- 
bles coming out of the computer. 
Then flip the unit up.sidcdown (gen- 
tly!) onto a soft surface, and remove 
the three seix'ws from the base. Lift 
the base upward and separate the 
computer into two halves. If you have 
never disasscmlilcd a computer or 
other expensive jiadget before, your 
heart may he pounding at this point. 
Never fear! It was built by a human, 
wasn't it? 




Rtmovf the screws lioltlitig Uit- kiylxaril 
assfoibh' together. 

Alright, you now see that the two 
halves of the computer are ct)nnected 
by two bundles of wires, one large 
and one small. The large bundle car- 
ries information from the keyboard to 
the processor, the small bundle car- 
ries power to the power- indicator 
LKD. Both can be disconnected from 
the main circuit board by gently wig- 
gling and pulling on their plug ends. 
Do that now. T:ike your time and be 
careful not to bend any of the pins. 




I'sc ihf brakt to desoldcr tlif shifl-iock key 
\Kires. 

When the w'ires are discontiecled, 
you can set the base of the computer 
aside antl go to work on the keyboard. 
Begin by removing all the liny brass 
screws holding that brown plastic 
board. This is the printed circuit 
board (PCB) for the keyboard. I 
counted about 22 of the little screws. 
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Some may be hiding under the large 
wire bundle. 

Hij>1it now is :i j;o()d time to plug in 
your .soldering iron ;md huve it warm- 
ing up while you contemplate your 
next move. Your task is to desolder 
those two bare wires )Ou see sol- 
dered to that little gray box. The box 
is the shift-lock switch, and the wires 
tel! the computer whether the shift- 
lock key is pressed or not. 




Keeping thf Lonncclion hot, pull eacli wire 
frci;- 

[lold the end of the desoldering 
braid on one of the soldered connec- 
tions and apjily tfie hot iron to the 
braid. Yon will soon .see the solder 
melt and flow into the braid. Remove 
the heat and give a little tug on the 
wire with your needle-nose pliers. If 
it does not pull free, apply the braid 
and lieat and try again, When you 
have succeeded in pulling the wire 
free, repeat tlie process on the other 
wire. When you have that one free, 
you're ready for the real work. 




I'(>li,>>h tliL' cotiliicts (liouroitftlily witli a pi'iKil 
crauscr. 

Lift up the keyboard PCB and flip it 
over. These gold dots you see are the 
keybo:ird contacts, 'lliis is where the 
connection is made when you press a 
key. Any dirt, dust, moisture, or cor- 
rosion here can foul ii]i die operation 
of the keyboard. So take your pencil 
eraser in hand (the little one on the 
end of a pencil works well), and start 
scrubbing those contacts. If you want 
to, you can look at the keyboard and 
hgure out which contacts belong to a 
particularly troublesome key, and 



give that one a little extra oomph. 

When you finisii cleaning the con- 
tacts, wipe the board oIV with a clean 
cloth, and you're ready for reassem- 
lily. Replace the \K'.U and all those 
little screws. Now insert the shift -lock 
key wires into their little holes and 
st)lder them in place. Remember your 
liasie rules of soldering: I lave the iron 
hot atid tinned with a thin layer of 
.solder. Apply heat to the connection 
until it is hot enougli to melt the sol- 
der. Then touch the solder to the hot 
connection. The solder should flow 
and coat the end of the wire and the 
terminal, leaving a shiny blob. If it 
doesn't, heat it up some more atid try 
again. 




After re-soUlering tttc sliift-lock key wires, re- 
vi-fsL- tlie procedure for reassembly. 

Now plug the two wire bundles 
back into the main board. The large 
plug will fit only one way, detertnined 
hy a missing hole on the plug which 
corresponds to a mfssing pin on the 
hoard. Wiggle the j'lhig gently into 
place to avoid bending any pins. To 
determine the proper orientation of 
the small plug, look for a small num- 
ber "1" on the plug which will corre- 
spond to a "1" near one of the pins. 

With these connectitms made, 
)'ou're read)' to put the case back to- 
gether and take her for a test drive, 
'furn the system on. Did the power- 
indicator LED come on? If not, you 
may have connected the plug hack- 
ward. No harm done, you just have to 
go hack inside and reverse it. Now tn- 
out the keyboard. .\ll the keys should 
respond to a quick liglit touch. Isn't 
that neat? Finally, try the shtft-loek 
key to be sure you got a good connec- 
tion on your soldered joints. 

If all went well, give ytnirself a pat 
on the back. (Be careful not to break 
your arm. ) Your keyboard is perform- 
ing like it did when it was new. And 
ytmr self-esteem has gotten a boost 
from using your own skills and inge- 
nuity to solve a problem. Q 
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Coiitiniii'it from [tg. 28 

The Skater's Edge 

• The height and strength of a sliot 
is determined hy how long the tlre- 
buiton is depressed. In most eases, it's 
a good idea to squeeze the button 
from the moment you get the puck on 
your stick. 'Ilien, even if you are sur- 
prised by a quick moving oppt)sing 
player, you will be ready to release a 
more powerful blast in short notice. 

• As in professional hockey, most 
infractions tend to go unnoticed by 
the officials. A tripping penalty, for 
instance, will cmly be called aht>ut 
one out of every ten times it is actual- 
ly committed. So, to gain a temporary 
[iianpower advantage when attacking 
or defending, simply send someone 
flopping with an "illegal" check. The 
odds of getting caught are slim. 

• When taking an obstructed shot 
on goal, d(m't move in too close to 
the net. In the event that the goalie 
does make a save, most rebounds 
tend to bounce back to the high slot. 
You don't want your man to be 
caught too deep. And remember, if 
the area gets a little congested, don't 
be afraid to level some opposing play- 
ers to clear some room, 

• If you're lagging way belli nd a 
computerized player In a dash up ice, 
move your skater in the opposite di- 
rection until he disappears off of the 
back end of the screen, 'Ilien, as the 
screen continues to pan up ice, wait 
for another one of your defenders to 
appear in front of the onrushing op- 
posing attacker. The program will in- 
stantaneously switch control over to 
this new player, allowing you to 
quickly secure a tight check, 

• To gain the competitive edge 
during center ice facc-olts, pause mo- 
mentarily when the puck is dropped 
to allow the cotiiputer's center to 
gain possession, Tlien, as he cuts in 
front of your stationary player, put 
out your stick and bring him to the 
ice. 'lliis will temporarily immobilize 
him, allowing you to pick up the puck 
and rush for the net. 

Take note that this particular strat- 
egy will not work on a face-ofldeep in 
either zone. When the puck is 
dropped here, the opposing player 
will race to the high slot and fire im- 
mediately. Be sure to react quick 
enough to keep him covered. Q 
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Relief for Computer 
Frustrations 

J. he I^r Side has released a piece of computer software that is 
inexpenfllve, does exactly what It is designed to do, requires no user 
manual, no operator training Ume, and whose appropriate 
utilization is intuitive to eveiy operator, It is the Original Computer 
Hammer, a foam rubher hammer designed to hrlng safe relief for 
the operator frustrations every computer user is famOiar with. It 
retails for under $10,00. (The I,yter Bide, 51 1 Cottonwood, Canon 
City, CO 81812) 

FORTH Interest Group 

X he FORTH Interest Group (FIG) is a non-profit organization 
with over 6,000 members and 80 chapters worldwide devoted to the 
FORTH programming language. Most chapters meet monthly and 
provide a way for the novice to find out what the language is aU 
about. They are also a place for experienced programmers to share 
ideas. 

FIG publishes FOBIH Dimensions, a bi-monthly magazine 
which is provided free to members. Health insurance, an on-line 
database, free reference materials, a job registty and a large 
selection of FORTH literature are a few of the oljier services 
available. Membership is 820. (FIG, P.O. Box 8231, San Jose, CA. 
95155) 

Utility Kit 

X he Voipal Utility Kit for the Commodore 64 from Epyx includes a head-alignment program for the 1541 disk drive, a flle-saver 
utility which can recover erased files from disks, and super-fast disk formatting and backup utilities. Other features include Epyx's own 
Vorpal save and load utilities for user-created programs. Vorpal allows programs saved in Vorpal format to load up to 25 times faster 
than normal by placing user-created files and programs in a special fast-loading format. Unlike the Tast Load cartridge from Epyx, 
Vorpal wUl not speed the loading of "off-the-shelf' programs and games purchased from software manufacturers, (Epyx, 1043 Kiel 
Court, Sunnyvale, CA 94089) 

Boston Computer Diet Correction 

Xn Christine Adamec's "Physically Fit with Your Commodore 64" (February/March Commodore Power/Play), we mistakenly said 
that the Original Boston Computer Diet package comes with extra disks so data for additional people can be saved. According to the 
manufacturer, additional disks are available, but separately, at a cost of 1 10 each. 

Free Guide to Home Automation 

DmartKome Shopper Is offering a free 24-page guide to home automation. Home of the Fatore Desi^ Kit shows how to use 
existing home wiring to integrate automated control products Into your home. The Guide explains "smart home" terminology and 
includes descriptions of home control Write to SmartHome Shopper, 274 East Hamilton Avenue, Suite B, Campbell, CA 95008, or call 
408-S59-3788, 
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1152 DATA 173,1,220,74,176,3,206,1, 

208,74,176,3,238,1,208,74,176,42, 

173'BLVN 
1154 DATA 0,208,208,31,173,16,208,41, 

1,20 8,16,173,16,20 8,9,1,141,16, 

208'BLAP 
1156 DATA 169,80,141,0,208,96,234,234, 

17 3,16,20 8,41,254,141,15,208, 

206'BKXR 
1158 DATA 0,208,96,234,234,74,176,32, 

233,0,20 8,240,30,16 9,80,20 5,0, 

208'BKRT 
1160 DATA 208,20,173,16,208,41,1,240, 

13,173,16,20 3,41,254,141,16,208, 

169 'BMFM 
1162 DATA 0,141,0,208,96,234,234,173, 

16,2 08,9,1,141,16,20 8,96,234, 

234'BJVN 
1164 DATA 32,60,3,32,60,3,32,60,3,32, 

60, 3,96'BjyK 
1170 REM SMITH SPRITE DATAl'BQDG 
1172 DATA 0,0,0,0,60,0,4,255,0,4,235, 

0,4,20,0,4,20,0,5,2 55,80,5,255, 

80 "BKAO 
1174 DATA 0,255,16,0,60,16,0,60,16,0, 

60,16,0,40,0,0,60,0,0,60,0,0 'BFAP 
1176 DATA 60,0,0,56,0,0,48,0,0,48,0,0, 

48,0,0,32,0'BOEO 
1180 REM SMITH SPRITE DATA 2'BQEH 
1182 DATA 0,0,0,0,60,0,0,255,16,0,235, 

16,0,20,16,0,20,16,5,25 5,8 0,5, 

255,80'BOXQ 
1184 DATA 4,255,0,4,60,0,4,60,0,4,60, 

0,0,40,0,0,60,0,0,60,0,0,60, 

fl'BGJQ 
1186 DATA 0,44,0,0,12,0,0,12,0,0,12,0, 

0,12,0'BJPO 
1190 REM SPIDER SPRITE DATA'BQUI 
1192 DATA 0,0,0,0,0,0,64,0,1,80,0,5, 

68,0,17,65,0,65,0f 170,0'BYYO 
1194 DATA 0,170,0,170,130,170,128,170, 

2,128,170,2,131,40,19 4,12,40, 

48'BJPS 
1196 DATA 48,40,12,48,0,12,48,0,12,48, 

0,12,0,0,0,0,0,0,0,0,0,0,0,0' BGFT 
1200 REM MICHIGAN SPRITE DATA'BSQA 
1202 DATA 0,10,0,0,42,0,0,37,0,0,37,0, 

0,37,0,0,164,0,0,4,0,5,255, 

212'BIFI 
1204 DATA 5,255,212,0,255,192,0,63,0, 

0,63,0,0,63,0,0,63,0,0,42,0'BEUJ 
1206 DATA 0,51,0,0,51,0,0,51,0,0,51,0, 

0,51,0,0,34 ,0'BQUJ 
1210 REM SAVE ME SPRITE DATA'BQOB 
1212 DATA 0,0,0,0,0,0,28,228,156,16, 

164,144,28,228,152,4,163,16,28, 

163,28 'BNTK 
1214 DATA 0,0,0,0,0,0,0,0,0,32,159,24, 

49,144,24,42,14 4,24,36,156, 

24 'BHWL 
1216 DATA 36,144,24,32,144,24,32,144, 

0,32,14 4,0,32,159,24,0,0,0,0,0, 

0'BJON turn 
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A Name That's Synonymous With Simplistic 

Productivity Software 

Substitute easy-to-use pictures in place of complicated computer languages. 
Absolutely the easiest way to use a computer! 




janewrite™ janecalc™ janelist 



TM 



A full featured word processor 


The calculator/spreadsheet that 


Compile and store various lists 


that lets you produce all kinds 


makes working with numbers 


with the use of this electronic 


of quality documents. See the 


easy. 


filing cabinet. Create a personal 


text displayed on the coniptiter 


^- Display an entire financial 


address book. Design custom 


screen exactly as it would 


record neatly on the screen. 


lists. Construct a mailer for 


appear when printed. 


• Automatically recalculate an 


vour business needs. 


• Create documents in either 


entire spreadsheet should 


• Locate a single entry with 


normal or BOLDFACE 


just a few of the figures 


the Search feature. 


type. 


change. 


• Delete selected entries with 


• Arrange paragraphs to 


• Calculate sums, averages. 


the touch of a key 


satisfy any order you desire. 


and minimum and maximum 


• Arrange entries in any 


• Available accent marks 


figin-cs. 


particular order with The 


allow you to create docu- 


t Information can be "pasted" 


Sort option. 


ments in foreign languages. 


into a report or letter written 


• Comes complete with 


• Locate a single word in your 


withjanewrite. 


several ready to use file 


document with the special 


• Comes complete with 


formats for your 


Search function. 


several ready to use file 
formats for your 
convenience. 


convenience. 
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Soon To Be Available On The NEW Commodore 128 Personal Computer 

COMMODORES 

arktronks 



t, therle was PHAIHTASIE'^ one of the ttiost popular 
fantasy role-playidp^^^l^ciames ever made. 



Now, a new adventure 
i! - begins... 



i 



, reason other than for perveree ,* 
jlhe DarH Lord Mickademus ylti 
,ian evil orb, through • 

*' cast a curse on a j 

beautiful tslaitd and its people. ' 

now, six Intrepid advL-n - I 

turcrs under your giild- 
aiTce brave the cruel 
war !<x:k*s wrath to find 
and destroy his ne- 
farious handiwork. ' j 

If you've played 
the origltial / 

F'HAniASiK, you 

may Iran.sfer / ' 

Uiose saiiM.' ' 
cliaracterH to ,,^', ' 

this sequel, // 

If you haven't, ■' ;•; ' , 

don't worry, You can , ^ ^ 
always start with new / 
diaracters that range 
from mere humans to 
exotic unearthly 
creatures ' 




jiexcitlng adventure can start 
,Wawny by a quick visit to your .;;,,i,jj„;.,,, 
tocat computer/software or gam^||MM 
(,, store todayl - in 

''"'Wf "^ (hero ore no convenient 

\ stores mm you VISA Se,MfC 
\ hokters can order Uils S39.fl5 
". game tiy Gillfirrj toll-rree 
i , DM -44 9 -0 100, x535. To 

■"" ' • ,, order by mall, send your 
'; , check So; STRATEOIC 

( siNUiATions. inc. 

ii . 1046 H. Rengstorff Are. 
! Moutilain Vtew, CA 

' 13, (Callfrjrnla 

lidcnl;. add 7% 
, ^ _itM tax.) Fiensc 

Hpeclfr computer fnr- 

. , ' mat and add $2.00 for 

shipping and handling. 

All our ijames carry a 

"■14-day satisfection oryour 

,„„,„moncy bach" guarantee, 

KITE rOR A FREE COLOR 

COTAtOQorALLOim 

UIC9 TODAY. 

K DISK roR 
KAPPLe^II 
SERIES ft 
1. 064": 




